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HOW TO SHAPE UP 
YOUR LOGATIONS 


Deep in the sea garden, there was a happy group of aqua- 
tic creatures. Qne day a school of fierce Devil Fish™ broke 
out of prison and occupied the sea garden. 

The angry King of the Sea appointed the brave Sea Dog to 
conquer the Devil Fish™. 

Sea Dog would cleverly take advantage of the narrow pas- 
sages by fattening them up with bait, then when immobile, 
would attach and-kill them. Can Sea Dog save the aquat- 
ic. creatures? Please give this.game a try! 
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Amusement Operators Expo Pre-Show Guide 

Our way of saying “Welcome to Chicago’’ is 

contained herein. Beginning with the Exhibitors List 
47 (page 47), we present a handy guide to what’s on 

show. What’s happening on the exhibit floor? See 

page 84, the preview wrapup. What to do once the 

AOE closes down for the night? See “Having Fun and 


Culture in the Windy City,” which begins on page 96. 
Have fun in Chicagoland, and good business! 


Computerizing the Coin Count 

Considering a computer? Then here’s a ready-made 
program for one of the most basic tasks you will put 
on-line. Innovative Management Consultants have 
provided, and we publish here, a computer-ready 
check between the cashbox count and the game’s 
meter. Read on, and plug-in. 
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A Player’s View of Appealing Games 

Contributing editor Bill Brohaugh takes us through a 
visit to some of the best locations—and the worst. 
Bill’s comments are worth noting: Your games aren’t 
just competing with Joe Blow’s; they’re competing 
with themselves. Have you looked closely at your 
equipment lately? 
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Nintendo in America: Climbing in the Video Market 
This company has become big financial news in the 
Land of the Rising Sun, building on its success in the 
home amusement game field. Now based in Seattle 
for U.S. distribution, Nintendo has its sights on a firm 
niche in the domestic coin-op market: A look at its 
plans by contributing writer Lee Shearer. 
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COVER CREDIT: Chicago's opulent Hyatt Regency is the setting of The 
Show of the Eighties, AOE ’82. One of the star videos on display is 
Williams’ Robotron 2084, shown on our cover. Photo by Williams 
Electronics. 
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Imagine what this amusement industry would be 
like without video games. Think of where we would 
all be right now, had Nolan Bushnell (the founder of 
coin-op games) not made. the first successful 
connection between a coin slot and a video game. 
Just think of it. Not one single video game anywhere 
on the face of the earth. 

In such a world sans video games, the pinball 
would probably reign supreme (along with \the pool 
table and the phonograph following close behind). 
But what about the size of the industry? How ‘big 
would it be now, had it not been for video games? 

One thing would be for certain. This industry 
would not be anywhere near as big as it is now. There 
would be fewer manufacturers, games, distributors, 
operators, locations, and players. Have no doubt 
about it, this would be asmall industry had it not been 
for the emergence of the video game. 

Just as the Industrial Revolution brought growth 
and prosperity to the whole Western world, so too 
have video games affected the coin-op industry. Our 
industry has come of age and has enjoyed a period of 
rapid growth and success. The question is, can this 
industry effectively deal with the problems that 
always seem to arise during such changing times? 

Some say that the industry has gotten too big too 
fast and they point to a ‘‘saturated marketplace.” 
Video games did indeed open a lot of new doors to 
the industry. But through those doors went not only a 


lot of new equipment but also a lot of new operators. 


A major concern today is with the calibre of these new 
operators. How will they fare, facing the times ahead? 
How many will survive? 

Survival at the operator level should be 
everyone's concern. There was a time in the industry 
when the basic rule for survival was ‘‘Every man for 
himself.’”’ Today’s operator can’t go it alone. He needs 
all the help he can get—and then some. But if he is not 
financially sound and does not possess the 
fundamentals of good business sense, all the help in 
the world will not save him. 


Manufacturers ahd distributors have come to 
realize that they must become more sensitive to the 
problems faced by today’s operators. Problems of 
operators are, in fact, industry problems and, as such, 
should be dealt with by the industry as a whole, not by 
the operator fighting it out on his own. Close 
interaction and communication between all levels of 
the industry will go a long way in assuring steady 
growth and continued prosperity. That’s what success 
is all about. 

As this is our AOE Show Issue, | would like to take 
this opportunity to welcome each and every one of 
you who're in attendance. Your presence here in 
Chicago for the AOE is aclear indication that you care 
about your business, you have confidence in its 
growth potential, and-you care about the industry. 

We are pleased to see you here with us and we 
look forward to meeting with as many of you as 
possible. Please don’t hesitate to seek us out on the 
show floor, the meeting rooms, or during off-hours. 

We have made every effort to bring together the 
cream of the crop from all sectors of the coin industry. 
The seminar leaders’ goal is to promote the general 
welfare of the industry at all levels. And the only way 
to insure the continued growth and prosperity of this 
industry is by all of us working together towards that 
one common goal: the betterment of the industry. 

The stage has been set. The opportunity awaits us. 
Let’s each and every one of us do everything possible 
to reach a better understanding between all levels of 
the business. A bright future awaits, and it’s ours for 
the taking. Seize the moment! , 


aaa 
Ralph C. Lally I 
Editor and Publisher 
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VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 


PP-400 


Designed for one purpose. 


To duplicate...inexpensively. 


The Kurz-Kasch PP-400 simplifies duplication. 
Just insert a master ROM, PROM, or EROM, a 
blank EPROM, flip the power switch to “on” and 
push the Program button. Operation is that 
simple. 

Very little technical background is needed to use 
this unit efficiently and easily. There is no editing, 
interfacing, programming or verification neces- 
sary. It will duplicate the majority of 24 or 28 pin 
ROMS, PROMS, or EPROMs into most 24 or 28 
pin EPROMs via personality modules. The dupli- 
cation of multi-power devices such as the 2708 
and TMS27XxX series is no problem with the PP- 
400. It is fully self-contained, with all regulated 
power supplies. 


Because the PP-400 comes from Kurz-Kasch, its 
capabilities, performance, and low cost will come 
as no surprise. 


Get full details. Call Kurz-Kasch, Inc. 
(513) 299-0990. 


Electronics Division 


Letters to 
the editor... 


Of finks and men 


Being fairly new in this business 
(since July 1981), I have been visiting 
as many arcades/street locations as | 
could, to try and understand the rest 
of the business. During these visits I 
have noticed several machines 
which do not display the required 
State license stamp. Further, I have 
bumped into several machines which 
were obviously knock-offs. 

These operators are hurting the 
business, in my opinion. Is there a 
hot-line that we could write or call to 
become dirty little rat-finks and turn 
in the offenders? Or should I con- 
tinue to ignore these people? They 
don’t actually hurt me physically— 
do they? M. 

Amarillo, Texas 
[Ed. Reply: The writer, who wishes 
to remain anonymous, States a pro- 
blem that goes beyond “becoming a 
rat-fink.” It is of legitimate concern 
to operators everywhere when there 
are operators anywhere skirting the 
law. To prevent the “one bad apple” 
syndrome is the concern of E.M. and 
all others who want to maintain a 
hard-won respectable image for 
amusement coin-ops. Play Meter 
has called editorially for the coin 
industry to police itself before Big 
Brother does the necessary policing 
for it. And, E.M. and the other 
straight-arrow operators who may 
not be hurt physically—are apt to be 
hurt fiscally. In any given area, one 
bad operator can cause all kinds of 
problems for the remaining straight 
operators. 

For example, if the non-taxpaid 
machines are noticed by one amuse- 
ment operator, they will also be 
noticed by other business people— 
such as merchandise vendors, ice 
cream shop owners, and everyone 
else who complies, albeit grudgingly, 
with the burden of taxation. To 
whom will those other merchants 
complain? To their elected officials. 
And into the minds of the elected 
officials will rise the notion that all 
amusement machines are not carry- 
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ing their weight in taxes. 

Of the copy game “knock-off” pro- 
blem, we could say that the corner- 
cutting operator is only hurting him- 
self in making the copy games he 
owns, liable for seizure under a 
court order that may be obtained by 
the legitimate producer of the origi- 
nal game. The question is a wide 
one, which has been explored in 
depth in this magazine in recent 
issues, but the operation of the 
“copies” does at least create yet 
another doubt as to who Is operating 
legitimately. 

Finally: writer E.M. in a follow-up 


conversation with us noted his con- 
cern with the “blue suede,” fly-by- 
night sales of dubious coin-op 
games. To him as to other readers 
we point out that each state and 
many U.S. counties have consumer 
protection agencies and law depart- 
ments which are open to aid the 
would-be operator who has been 
caught in this type of rip-off. The list 
of agencies, addresses and person- 
nel is too lengthy to publish, but any 
operator who feels he has been 
caught in a “blue-sky” games fraud 
may contact Play Meter for referral 
to the appropriate action office. | 


Audio Visual 
Amusements 


Offering the finest 


new and used 
equipment 


REPRESENTING LEADING FACTORIES 
@ SALES, PARTS, SERVICE @ 


ARCADE PLANNING 
SPECIALISTS 


Over 50 beautifully reconditioned 
solid state pinballs available 


YOU’VE TRIED THE REST, 
NOW TRY THE BEST 


WE’RE EAGER TO SERVE 


1809 Olive Street 
St. Louis, Missouri 63103 


(314) 421-5100 


For further information, call Pete Entringer 
(collect) 


AN OPERATOR STATES HIS CASE: 


Little cities play ‘Big Brother’ 


As told to President Reagan 


by Gene Beley 


———————— eee 


To the Editor 

San Gabriel Valley VIEW Section, 
Los Angeles Times 

Los Angeles, California 


Dear Editor: 


I have been in the amusement game 
business* for 15 years. After being 
alarmed by general economics 
threatening our business the past 
several years, I am now more 
shocked by politicians trying to put 
us out of business. Indeed, 1984 with 
Big Brother on the video wall moni- 
tor is not far away! 

The Los Angeles Times’ Septem- 
ber 27, 1981 article “S. Pasadena 
Zaps Electronic Games” is an 
example of how government is con- 
tinuing to kill free enterprise and 
erode individual freedoms in our 
nation. And newspaper reporters 
always lean on governmental 
sources for information, seldom 
digging in and getting the business 
people’s in-depth side of the story. 

The amusement game industry in 
the West, especially, is still com- 
prised mostly of small business Mom 
and Pop type companies who buy 
the games—frequently on time pay- 
ments from distributors, and split 
50/50 with the locations leasing the 
games. Whereas my mother-in-law 
once joked, “Don’t get too big, the 
Mafia will get you,” I have never 
encountered the Mafia: only city 
halls. Five years ago, when there 
was an influx of new people into the 
business after pinballs were legalized, 
a similar political climate erupted, 
and I helped at least three cities, 
including Pasadena, write fair laws to 
all parties concerned. At the time, | 
was previously paying more for my 
business license in one community, 
Fl Segundo, than Standard Oil 
Refinery, which the City Council 
agreed was not right. 

State Supreme Court rulings at 
that time made pinball games legal. 
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Today we are fortunate that elec- 
tronic games have evolved toa much 
higher intellectual challenging level 
for young people and adults. These 
Games are providing more pre- 
education for the computer world 
they will encounter than the schools 
are able to offer. Whereas each 
school today should have a bank of 
computers in each classroom for the 
kids to learn basic computer lan- 
guage, budgets prevent it. Thus the 
kids, especially, turn to game rooms 
and computer shops. 


Re 


‘My personal vision to 
establish a Leisure Center 
could be severely retarded 
by current (loca!) politicians 
enacting over-reactionary 
laws that retard legitimate 
computer/game businesses.’ 
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I will concede my company has 
taken the responsibility not to place 
any of our games in liquor stores. | 
regret this trend, but still think 
parents should take more responsi- 
bility to police their children, rather 
than blaming machines. 

Ever since the California Supreme 
Court made pinballs legal, forcing 
city councils like San Marino and 
others to update their bluenose laws 
into the 20th Century, these uptight 
council people have been waiting for 
revenge. When San Gabriel and 
other cities pulled the Moratorium 
on game licenses and, like the 
Gestapo, closed existing businesses, 
other city fathers must have grinned 
and said, “If they can do it, we can 
too.” One thing I have learned is 


there is no originality among city 
governments. Any time they do so- 
called research, it means “Call all the 
other city halls and see how they 
handle it.” Thus this type of incestu- 
ous governing for the people will 
eventually kill the people. | 

When all else fails, the cities have 
found they can set a high fee on indi- 
vidual game licenses to make it 
uneconomical for the game owner to 
operate—which is just as effective as 
making them illegal. Thus we have 
come to know “legislation by eco- 
nomics.” 

Currently, in Arcadia, I pay $30 
per game to the city for license fees, 
which is exorbitant. Why? Most 
other businesses pay only $30 for 
their entire business for a business 
permit. I have waged this economic 
battle for years, never dreaming in 
1981 we would have to begin fighting 
a war for our very survival. Although 
Iam paying more than $600 a year for 
games in just two locations in 
Arcadia, for my one business, fight- 
ing for the freedom to continue busi- 
ness without governmental inter- 
ference now takes precedence. 
Since we do operate in many differ- 
ent communities in the San Gabriel 
Valley, though, the economics 
involve paying more than $2,000 a 
year for various business permits 
and county Personal Property Taxes 
on our machines. 

I always shudder whan a news- 
paper or politician picks out an 
outstanding location like a pizza 
parlor and tells how they “bring in 
about $2,000 a month.” Chances 
are, a game service company pro- 
vides the restaurants their games on 
a lease plan, with free service to the 
location, in exchange for 50% of the 
gross. Thus if that good location 
does get $2,000 a month, the game 
owner has only $2,000 to pay for 
about $20,000 in games, gasoline 
expenses, truck overhead, office, 
labor, and his own skyrocketing cost 


INTRODUCING... (5,) «s+». 
MONEYMAKING KIDDIE RIDES 


from 


The Original” 
KIDDIE RIDES U.S.A. 


(WE ARE THE @&, Cela) IMPORTER OF KIDDIE RIDES IN THE USA) 


—ee 
AED ARROWS 


HYDRAULIC HELICOPER (IT ROTATES) HYDRUALIC GALACTICAR (IT ROTATES) HYDRAULIC RED ARROW (IT ROTATES) 
“MOST PROFITABLE RIDE EVER”’ FLASHING LIGHTS, AND SOUNDS FLASHING LIGHTS, DIFFERENT MOTIONS, 


“A TERRIFIC RIDE” VARIOUS SOUNDS 


HYDRAULIC RED BARON 
(IT ROTATES) WORLD WAR | TRIPLANE SANTA FE TRAIN LOTUS RACE CAR 
“REAL LIFE ACTION” WHISTLE AND STEAM SOUNDS “ALWAYS A FAVORITE” 


MOTORCYCLE HYDRAULIC GOLDRAKE (IT ROTATES) BATTERY CARS 
PINNING WHEELS AND REVING ENGINE FLASHING LIGHTS AND SOUNDS 


Plus: race cars, trains, motorcycles, animals, 
planes, carousels, boats, etc. 


“WE HAVE THE BEST PRICE...CALL US COLLECT, 
ASK FOR BOB OR MEL” 


The Orginal” 
RE DEL 
U.S.A. 
COIN OPERATED KIDDIE RIDES MEAN CASH IN YOUR POCKET 


604 MAIN ST., DAVENPORT, IA 52803 


(319) 326-6467 


of living. The game owner must also 
pray that the game will last in popu- 
larity for one year and also render 
enough to pay for the next genera- 
tion of “hot” games. 

Prices of our games have rocketed 
from $800 a few short years ago to an 
average of $2,500—$3,000 today. 
With the price and overhead factors 
rapidly increasing, I estimate we 
must take in three times the cost of 
the game to earn our first quarter! 
Also, due to the exorbitant interest 
rates today, we are forced to buy for 
cash, resulting in being able to 
operate fewer games without city 
councils trying to limit us to one or 
three at each location. Few of the 
bureaucrats in city halls have ever 
had to meet a payroll or pay rent. 
Most City Council elected officials 
are relatively wealthy and represent 
the Establishment more than the 
small businesses in the community. 

I have learned even the Chamber 
of Commerces do not represent 
small business interests; the Arcadia 
Chamber of Commerce once 
panicked when I recommended a 
gross receipts tax for our games— 
because the prominent Chamber 
members who now pay less than 
$100 a year would have been 
severely hurt. 


We Sell Versatility 


and that 
includes 
counting... 


SCAN COIN’S 
3001 Electronic 


Last, but not least, businesses we 
serve by providing amusement 
games on a 50/50 commission basis 
desperately need the games revenue 
to keep consumer prices down, 
counteract rising rents, utilities, 
labor costs, and general overhead. 
Ron Rosen, owner, Rosie’s Ice 
Cream Parlor in Arcadia—a model 
of small business and old fashioned 
service—will bluntly tell customers 
the games we provide have already 
saved him from bankruptcy. Without 
the freedom to operate as many 
games as he deems wise and prudent 
to his own operation, there may not 
be a Rosie’s Ice Cream Parlor. 

I might add, thanks to Rosen’s out- 
standing management, we have 
never had a police problem with as 
many as 12 games in that location. 
An equal number of adults as young 
people continue to enjoy the com- 
bination of old-fashioned service, 
delicious ice cream, banana splits, fat 
hot dogs, and thick shakes, along 
with the excitement of futuristic elec- 
tronic games. 

The cycle of “We’ve got trouble 
right here in River City” has been 
going on since pool tables were intro- 
duced. At one time in Arcadia, when 
games were once banned, it was 
necessary to put a coin in a jukebox 
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Coin /Token Counter 


Stop By and See Us 


at the 


Amusement Operator’s Expo ‘82 


Booth 412 


SCAN COIN 


World's First Choice in Coin Handling Systems 


201 Elden Street 

Herndon, Virginia 22070 

Call Toll Free 1-800-336-3311, 
in Virginia call (703) 471-6510 
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to activate a pool table! My hat’s off 
to the Pasadena city attorney’s office 
employee who summarized, “Little 
cities concern themselves with little 
issues.” 

The games business is in the pro- 
cess of maturing and escalating to 
sophisticated, new computerized 
entertainment and business ser- 
vices. My personal vision to establish 
a Business and Leisure Entertain- 
ment Center, with many computer- 
ized coin-op or token machines 
dispensing everything from games to 
library services, could be severely 
retarded by current politicians 
enacting over-reactionary laws. 
These laws could even retard other 
legitimate businesses, such as com- 
puter stores, from offering computer, 
coin-opped terminals as a general 
service. Perhaps all we’ll see by 1984 
is the big video screen with Big 
Brother beamed from City Hall. 


Sincerely yours, 
Gene Beley, president 
Android Amusement Corp. 
Monrovia, California 
cc: President Ronald Reagan, 


White House 
and others 


+ 


: ' 
Pix 


‘\ 
' 

a 

¢ 


PLAY METER, April 15, 1982 


ere 


renee 


¢ A 
~ 


J, 


I 


a 
. Be é 
, 
ais ¥ ] 
in Ae 
LULL] | i 
TT ir 


{ 

r{ 
, 
~ 


TLL 


iy - the videnshirt com 
OA ae 


ULL * 
a a 
Nah) 


ATARI INC MIDWAY MFG. CO. 
*Tempest™ «Pac-Man: style #82 
* Centipede “Pac-Man style #44 

Battle Zone™ oy Galaxian® 
* Asteroids” Gort” 


Missle Command” 


TAITO AMERICA.CORP. 


Space Invaders” 
*VIDEOSHIRTS™ pictured:above. 


LICENSED DESIGNS NOW INCLUDE: NINTENDO OF AMERICA’S “DONKEY KONG”. 


GREMLIN INDUSTRIES : 
* Fogger 


STERN ELECTRONICS 
Berzerk” 
Scramble” 


WIZ KIDS 
* Video Wiz ~ 


* VIDEOSHIRTS™ ARE SILKSCREENED IN 5.COLORS ON HANES OR UNION 50-50 QUALITY DOMESTIC T- SMA 
*PAC-MAN BASEBALL CAPS ARE NOW ALSO AVAILABLE, OTHERS SOON TO COME. 


* INSTOCK ITEMS ARE SHIPPED WITHIN 2-3 WORKING DAYS. 
* THE WIZ KIDS UNCONDITIONALLY GUARANTEE THE QUALITY OF TH 


FOR PRICING AND ORDERING INFO 


EIR PRODUCTS. 
RMATION CALL 


TOLL FREE (800) 249° 6178. OTHER CALLS (412) 751- 3020 


_ THE WIZ KIDS 161 EVEREST DRIVE. N. HUNTINGDON, aes 15642 
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The following are rankings of the top videos and top pinballs making above average weekly gross collections 
nationwide. The dollar amounts appearing are the average weekly grosses as reported to Play Meter magazine through its 
regular national operator survey. Amounts are heavily weighted by averages reported from arcade locations: street locations 
are generally lower. Games with less than adequate responses (less than fifty percent) but with above average collections are 
so noted. Games not appearing on the poll either (1) did not generate over a ten percent response rate to provide an adequate 
representative sampling or (2) did not register weekly gross collections above the national average. 


TOP VIDEOS TOP PINBALLS 


Twenty of 47 videos (43%) with a response rate Ten of 21 pinballs (48%) with a response rate 
over ten percent have above average earnings. over ten percent have above average earnings. 


Apr. 15 Apr. 1 Mar. 15 Apr. 15 Apr. 1 Mar. 15 
National video average $160 National pinball average 10 $ 98 $ 96 


Donkey Kong/Nintendo $250 $255 . Haunted House/Gottlieb .. $196 $178 $209 
Ms. Pac-Man/Midway .... $234 . Vector/Bally $141 — 

. Stargate/Williams $236 . Black Hole/Gottlieb $147 $165 
Turbo/Gremlin $231 . Centaur/Bally $150 $150 
Pac-Man/Midway $203 . Elektra/Bally $ $117 $120 
. Qix/Taito $199 . Eight-Ball Deluxe/Bally.... $125 $136 
. Galaga/Midway $221 . Mars/Gottlieb — — 
. Centipede/ Atari $203 

. Tempest/ Atari $214 

. Frogger/Gremlin $201 $216 

. Defender/Williams $193 $198 

. Kick-Man/Midway $184 $194 

. Mousetrap/Exidy $179 $198 


+ 
WCONAMAWHH 


* Conditionally Rated— Weekly average based on less than 50% response rate 


Prgoianane Rated Pinballs and Videos 


(Above average earning games, with a response rate between 10—25%) 


Provisional Ratings VIDEOS Provisional Ratings PINBALLS 


Apr. 15 Apr.1 Mar. 15 Apr. 15 Apr.1 Mar. 15 
Lady Bug/Universal $200 Hyperball/Williams $— — 
Bosconian/ Midway Viper/Stern $— 
Lil’ Hustler/Dynamo Barracora/Williams 
Amidar/Stern 
Thief/Pacific Novelty 
Grand Champion/Taito 
005/Gremlin 


Operator/readers who would like to join the ever-growing numbers of readers participating currently in the 
survey, write: Play Meter, Equipment Poll, P.O. Box 24170, New Orleans 70184. 
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COIN CONTROLS, Inc. 


OIN CONTROLS 


World Class Quality 


Me 
Za - 
= 
{ f vid 
ath 
— 


CRAFTSMEN TO 
THE WORLD'S 
COIN MACHINE 
INDUSTRY 


20s 


a 
” i“ 
Ta 
| im fy ; 
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NEWS BEAT 


More pirates made to walk the plank 


Major manufacturers continue to 
win court battles to put video pirates 
out of competition. 

March court rulings came on like 
lions roaring unanimous judicial dis- 
approval of companies cited for 
infringing on the copyrights of games 
licensed by manufacturers Atari and 
Nintendo. 

Following the trend of other 
recent rulings, the U.S. Court of 
Appeals for the Seventh Circuit in 
Chicago gave Atari a unanimous nod 
over North American Philips, manu- 
facturer of the Odyssey home video 
game. 

Odyssey’s home video game K.C. 
Munchkin was found by the court to 
be a copy of Pac-Man, for which 
Atari owns home video rights. 

The court issued a preliminary 
injunction against North American 
stating that the company “not only 
adopted the same basic characters 


but also portrayed them in a manner 
which made K.C. Munchkin appear 
substantially similar to Pac-Man. 


The court continued: “Video 
games, unlike an artist’s painting or 
even other audio-visual works, 
appeal to an audience that is fairly 
undiscriminting insofar as their con- 
cern about more subtle differences 
in artistic expression...A person who 
is entranced by the play of the game 
‘would be disposed to overlook’ 
many of the minor differences in 
detail and ‘regard their aesthetic 
appeal as the same.” 


In making its decision, the U.S. 
Court of Appeals overturned a lower 
court ruling. 


Nintendo of America won its pre- 
liminary injunctions against four 
companies involved with a game 
entitled Crazy Kong. 

In separate actions filed in U.S. 


District Courts in Los Angeles and 
Orlando, Florida, Nintendo estab- 
lished that the Crazy Kong games 
did infringe upon their rights con- 
nected with Donkey Kona. 

In Los Angeles, Chris Anderson 
and Direct Connections were 
restrained as was Casey Takaya- 
nagi’s Pacific Arcades. In Florida, 
the firms named were ASC/Florida 
and American Sun/Tronics. 

All the infringing companies were 
ordered to stop assembling or manu- 
facturing the games and to recall as 
many of the offending pieces as 
possible from operators. 

The companies will also be 
ordered to pay damages and attor- 
ney fees to Nintendo. 

All four companies contended 
they were licensed to sell Crazy 
Kong games by Falcon Company of 
Japan who in turn had supposedly 
been licensed by Nintendo. 


Poker machines under fire in Ohio 


The Dayton Daily News reported on 
February 20 that the operation of 
electronic poker games is under 
attack in Ohio. 

In the Miami Valley, law enforce- 
ment officials said they were review- 
ing the legality of the games after 
Warren County Sheriff Robert 
Dalton banned the games. 

“The Poker Machine has been 
found to be a gambling device and, as 
such, it has been prohibited,” the 
sheriff said. | 

Dalton said March 17 would be the 
deadline for removing the games 
from business that have installed 
them for public use. After that date, 
Dalton intends to confiscate the 
games. He contends that location 
operators keeping the games in 
operation could face arrest. 

Other Ohio law enforcement 
officials are considering the problem 
with such devices in their counties. 

In Montgomery County, Sheriff 
Deputy Inspector Konrad Munson 
said he is conferring with the pro- 
secutor’s office about several 
machines in the county. Mont- 
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gomery County includes the city of 

Dayton wherein private clubs are 

using the gambling machines. 
Dalton says his action is backed by 


an Ohio appeals court ruling which 
says the poker game is dependent on 
chance and therefore is a gambling 
device and violates Ohio law. 


ITC backs Midway 
with bond requirements 


The International Trade Commis- 
sion has imposed a 54 percent bond 
on imports of video games for nine- 
teen defendants who have been 
found to sell games that could 
infringe on copyrights of Midway 
Manufacturing’s Pac-Man. 


The bond has been imposed to 
halt further importing of the infring- 
ing pieces while the Commission 
reflects on a final decision in the 
Midway matter. 


Earlier (See Play Meter, March 15, 
». 28) Midway won a temporary 
restraining order against the defen- 
dants. 

A Trade Commission spokeman 


told Play Meter that a final decision 
in the matter must be issued by July, 
but he indicated that the Commis- 
sion was moving quickly on this 
matter and that a decision would 
probably be issued as early as May. 

The spokesman said that in the 
case of the defendants importing 
more games or boards, it would be 
up to Midway to discover their entry 
and to inform the Commission of 
such. In that case, he offered, had 
the required bond not been posted 
and the Commission found that the 
games did “closely resemble” Pac- 
Man, a “severe civil penalty,” a 
$10,000 fine, would be imposed upon 
the offending company. 
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Williams holds 
first annual meeting 


Shipments of Williams’ newest game, 
Hyperball, are now under way, 
Michael R. Stroll, president of 
Williams Electronics, Inc., announced 
at the first annual meeting since the 
initial public offering of the com- 
pany’s securities. 

Stroll said: “The enthusiastic 
reception given this game by distri- 
butors, operators, and players has 
generated significant optimism on 
the part of management about the 
prospects for success of this game.” 

Stockholders re-elected the com- 
pany’s seven incumbent directors 
and approved an increase in the total 
number of authorized shares of com- 
mon stock from 10 million to 30 
million and the creation of a new 
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\ We Cater To All Your 


Coin-operated Amusement Needs! 


Game Sales Infernational 


* Immediate availability of 
Top Earners 

Excellent used and 
reconditioned equipment 
Expert service and board 


* No knock-offs 
Lowest Prices 


5) Game Sales Infernational 


— Call Sandy 201-964-5230 


class of preferred stock consisting of 
9 million shares issuable in series. 
The additional authorized shares 
may be used for possible future 
acquisitions or for other purposes 
not presently determinable. 

Stroll reported that an agreement 
had been concluded to license the 
right to manufacture and sell a car- 


tridge version of Defender, one of 


the company’s games, to Atari, Inc. 
for use in its home video machines. 
Stroll also announced that the com- 
pany had reached an agreement in 
principle with a toy manufacturer for 
the manufacture and sale, under 
license, of hand-held and tabletop 
versions of three of the company’s 
games. 


Charles D. Arnold 


Arnold named president 


Charles D. Arnold has been named 
president of Bally Northeast Distri- 
buting, according to Chuck Farmer, 
president of Bally’s domestic distri- 
butors. Farmer said: “We are happy 
to have a man of Chuck’s ability to 
head up our Northeast Distributing 
Organization.” 

Bally Northeast Distributing 
which carries Bally and Midway pro- 
ducts as well as Atari, Williams, 
Stern, and Rockola recently moved 
into a new 55,000 square foot facility 
in Norwood, Massachusetts. 

Arnold has spent the last five years 
as general manager of Rowe’s North- 
east Distributing Organization. 


AOE features distrib preview 


Amusement Operators Expo 1982 
will offer an interesting innovation for 
distributors. While operators are 
attending morning seminar sessions, 
distributors will be offered an oppor- 
tunity to visit exhibits and deal with 
exhibitors unencumbered by the 
masses. 

On the Saturday and Sunday 
mornings of the show, exhibits will 
be open to distributors only from 
9:00 to 10:30. 

Calling the special distributor pre- 
views times to “join us for Bloody 
Marys and big opportunities,” the 
show sponsors believe this innova- 
tion will enable distributors to 
accomplish more successful busi- 
ness dealings with their suppliers and 
are hoping that the innovation will 
make the show more productive for 
that segment of the industry. 
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Play Meter editors 
go electronic 


When Quorum Industries settled 
into the Marriot Hotel on famous 
Canal Street in New Orleans, editors 
at Play Meter magazine took some of 
their own advice. 

“We have been telling operators to 
call their local media when these ‘biz 
op’ groups come to town and we fol- 
lowed that procedure here when 
Quorum set up shop,” said Editorial 
Director David Pierson. 

WWL-TV, the local CBS affiliated 
just happened to be in the midst of a 
five part series investigating the 
video craze and the crew working 
the story was already planning on 
looking into Quorum’s show. What 
they did not know, however, that the 
modus operandi of Quorum was 
suspiciously like other “blue sky” 
sales companies which have been 
selling low-quality games at inflated 


prices to unsuspecting investors. 

Upon investigation, Play Meter 
discovered that Quorum was in the 
midst of legal action in its home 
state of Texas. There, the State 
Attorney’s office has filed suit against 
the company charging them with 
fraud in taking money from investors 
and delivering either machines other 
than the ones contracted for (used 
machines in many cases) or no 
machines at all. 

Individuals named in the suit 
include the two salesmen who were 
conducting the New Orleans show. 

Sources at the State Amusement 
Commission in Texas and at a large 
“biz op” firm in that state said that 
Quorum used the name of a large 
development firm in Dallas so 
they could utilize the association 
between the two unrelated firms to 


gain credibility. The Quorum bro- 
chure features pictures of the 
Quorum headquarters in Dallas, an 
impressive office building that 
houses the development firm, not 
the video game company. 

Upon discovery that Quorum was 
a “blue sky” outfit, WWL-TV 
brought their camera crew to Play 
Meter offices and filmed interviews 
with Pierson and Associate Editor 
Mike Shaw. The Play Meter editors 
explained the “blue sky” sales tactics 
in hopes that the locals who had 
contracted with the company for 
something in the neighborhood of a 
million dollars (according to Quorum 
salesman David Madden) might be 
able to stop payment on checks or at 
least keep from losing more money 
with the company than they had 
already surrendered. 


COME JOIN US| 
INTHE _ 
‘FUTURE 


By being a step ahead of the 


future, Interlogic knows your needs 


before they exist. 


Interlogic built their unquestioned 
GLOBAL REPUTATION on QUALITY, 
DEPENDABILITY, SERVICE and PRICE. , 


Interlogic’s Domestic and International 
‘“‘BUYING POWER’ insures you the highest 
quality state of the art equipment at the best price. 


Intérlogic EXPORTS, IMPORTS, DISTRIBUTES, git les 
and SERVICES all coin —— machines areughs Lih@aword. 


A STEP AHEAD OF THE va Wa, Spee 


‘‘A Logical Place To Be.”’ 


We're looking forward to serving yam 
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See us at Booth Numbers 133, 135 
at the Amusement Operators Expo 
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shaker Heights 
decides on ordinance 


The council of the Cleveland suburb 
of Shaker Heights, Ohio voted 
unanimously in February to regulate 
the operation of electronic games 
with laws that are only slightly less 
restrictive than ordinances pro- 
posed last year and tabled by council 
as being too strict. 


A fee of $50 per machine will be 
charged for the first two games and 
$100 for each additional machine. A 
proposed restriction on hours of 
operation was dropped, but another 
requirement was added prohibiting 
children fifteen and under from play- 
ing the games between 5 a.m. and 3 
p.m. on school days. 


City curfews bar children under 
fifteen from being on the streets 
between 11 p.m. and 5 a.m. unless 
accompanied by a parent or gquard- 
ian, so this legislation essentially 
allows game playing only between 3 
p.m. and 11 p.m. for those under 
fifteen. 


One councilman, claiming chil- 
dren will still be spending too much 
time on the games, tried unsuccess- 
fully to keep youngsters off the 
machines after 7 p.m. “I’m concerned 
that under the circumstances, the 
legislation is not tough enough,” he 
Said. | 

Earlier this year, the city had been 
considering an ordinance which 
would have imposed a $100 per game 
licensing fee and required a special 
use permit from the city’s planning 
~ commission for each location with 
more than. one game. Also, all 
machines would have had to be 


Ohio associati 


The Ohio Music and Amusement 
Association compressed a great deal 
of information supplied by operators 
into a series of model ordinances 
intended for use by operators who 
are having difficulty with local 
mayors and city councils. 

When mayors or councils are pro- 
posing overly restrictive legislation, 
the OMAA suggests these model 
municipal ordinances can be sub- 
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turned off by 10 p.m. Sunday 
through Thursday nights and mid- 
night on Fridays and Saturdays. 

Last month, council softened its 
earlier stand, allowing up to two 
games to be operated without requir- 
ing a special use permit from the city. 
However, the recently enacted ordi- 
nance does require the location 
owner to submit a floor plan to the 
city demonstrating that the games 
will be visible to the store manager at 
all times, before the special use per- 
mit will be granted. 

According to council members, 
the penalty for violations of the city’s 
game code is suspension or revoca- 
tion of the location’s permit. 

One councilman who said he 
strongly supports the need for con- 
trol of video games said he favored 
deleting the age restrictions on game 
playing, while leaving in licensing and 
floor plan regulations. “This council 
is not in the business of regulating 
store hours,” he said. 

However, another councilman 
argued that “we must face the reali- 
ties of today’s life. Parents, especially 
One parent families, can’t always 
manage their kids.” A third council 
member added that the city’s main 
concern with this legislation should 
be to protect the business areas “ina 
way that the maximum number of 
citizens can use them.” 

A week before the ordinance was 
enacted last month, the opening of a 
Shaker Heights bakery created con- 
troversy when city police alleged it 
was actually operating as a game 
room as a primary use. 


The bakery, called Greek and 
European Pastry To Go, opened on 
the morning of Monday, February 
15. Police closed it that afternoon. It 
reopened the next day. 

The bakery was described by city 
officials as having fifteen video games 
and six cookies. According to an 
employee of the bakery, this was 
because the games arrived before 
most of the pastry. 

By the following week, the shop 
had installed a food cooler and 
several permanent counters, as well 
as a variety of baked goods. Six of 
the videos had been temporarily 
removed by the operator, according 
to the employee, not because of the 
gaming ordinance but to be replaced 
with newer games. 

Shaker Heights has an ordinance 
regulating “game parlors” on the 
books, according to Mayor Walter 
C. Kelley, who added that “no one 
has ever submitted an application for 
such a special use permit.” 

One of the councilmen who sup- 
ported tight restrictions against elec- 
tronic games said he feared more 
problems like the bakery would arise 
if restrictions weren't passed. “It may 
be difficult to draw the line betweena 
primary and a secondary location,” 
he said. 

In December, a public hearing was 
held to learn community opinion 
about the issue. More than one 
hundred residents, game operators 
and store owners were present. with 
the group about evenly divided on 
the issue. 

—by Bill Kurtz 


on authors model ordinances 


mitted for consideration. 

Model Ordinance A provides for a 
licensing and inspection procedure 
and establishes an appeals proce- 
dure so all interested parties can be 
heard. 

Model Ordinance B offers a defini- 
tion of an arcade and explains the dif- 
ference between arcades and bars. 

Model Ordinance C spells out the 
procedure whereby an arcade can 


be established in a community and 
suggests operating requirements, 
and revocation and hearing proce- 
dures. 

Although the Ohio association 
has compiled the ordinances to be 
used within its own state borders, 
the information and statement of the 
ordinances could be studied for use 
and appropriately amended by other 
states. 
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When you talk to us, 
you may just feel like 
you’re talking to yourself. 


That’s because we listen. We don’t try to sell you 
something just to get rid of it. We honestly try to 
sell you what you need. 


IT JUST SO HAPPENS WE HAVE THE BEST SELECTION IN THE COUNTRY 


MONROE 


DISTRIBUTING, INC. 


- IN OHIO - 
2999 Payne Ave. 4820 Industry Dr. 
Cleveland, OH 44114 Cincinnati, OH 45014 
(216) 781-4600 (513) 223-0550 


We’re growing again 
our newest office 
Regency Industrial Park 
10705-12 Rocket Blvd. 
Orlando, FL 32809 


(305) 857-1181 


-— IN FLORIDA —- 


Palmetto Lakes Industrial Park 
5301 N.W. 161 St. 
Hialeah Lakes, FL 33014 


(305) 625-6666 
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Two southern distributors, Al Toranto of Birmingham Vending, and Jon Brady of 
Brady Distributing check out the molded playfield on Stern’s new pingame, 
Orbitor 1. 


Automatic Sales, of the immediate availability of Stern/Seeburg’s revolutionary 
video jukebox. 


ns 
oes 


Sos * a Ss eines sebebbeteorsl j 
Stern distributors share thoughts on the market and the industry. From left, 
Rubin Franco, Jerry Gordon, Terry Moss, Norm Goldstein, and Ira Bettelman. 


A gutty 


“As you can see, we have good 
product in all three of our lines— 
videos, pinballs, and jukeboxes,” 
Gary Stern, chairman of Stern 
Electronics told a group of about 
thirty distributors at a special pro- 
duct preview at the Hyatt Regency 
O’Hare Hotel in Chicago March 1. 

With an overbalanced industry 
trend toward more and more video, 
the Stern presentation of product in 
the pinball and jukebox modes (as 
well as video) was as much Stern’s 
statement of the continued strength 
and viability of these other major 
equipment lines, as it was a showing 
of Stern’s current product offerings. 

It was also something of a show of 
Stern’s anticipated marketplace 
renewal. After starting off 1981 very 
well (on the strength of a particularly 
solid video game called Berzerk), 
Stern’s product line received less 
than an enthusiastic reception in the 
marketplace. But now the company 
is geared up for a second half rally, a 
posture which no doubt flies in the 
face of some industry naysayers who 
expect a continued downturn in the 
industry’s economy. 

As is evidenced by Stern’s gutty 
offerings in pinball and video—as 
well as its video—Stern expects a 
market resurgence. 

With features that are truly 
innovative in the pinball and jukebox 
markets and two new videos that 
show good promise, Stern obviously 
is not giving up the market for dead. 

In video, Stern Electronics 
showed off its newly licensed game, 
Amidar. Fresh from a good 
reception at both the ATE and IMA 
shows where it attracted quite a lot 
of attention for the creator, Konami, 
from competing factories, the game 
makes its debut in the United States 
as a Stern game, under the Konami 
license. 

Amidar’s stable-mate is an_ in- 
house refinement of last year’s 
sensation, Berzerk. Featuring walls 
that rebound laser shots and a more 
responsive joystick, the game 
Frenzy appears to be another solid 
offering. 

In pinball, in addition to the dual- 
level Iron Maiden, Stern was 
showing off a revolutionary new 
pingame called Orbitor 1. The game 
features spinning pop bumpers, 
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preview of pins, videos, and jukes. 


which spin the ball off instead of 
popping the ball off, and a molded 
playfield. Yes, that’s right, a molded 
playfield. The playfield features hills 
and valleys which the player must 
master to hit the drop targets, 
spinners, and other targets. 

“If you find these games a suc- 
cess,” Stern told the distributors, 
“then we'll have a lot more revolu- 
tionary ideas behind them.” 

Revolutionary also describes the 
Stern/Seeburg jukebox which 
features a video display. The pho- 
nograph was introduced at the 
AMOA Show in October, but it 
hasn’t been ready for delivery until 
now. “The Seeburg phonograph is 
currently on the production line;” 
Stern said. “We’re building it now.” 

And in the background, stretching 
the entire width of the room, was a 
defiant slogan which indicated that 
Stern/Seeburg, for one, has not 
given up the market for dead. 

—by David Pierson 


Stern Electronics, Inc., Chicago, recently hosted a reception at Hyatt Regency 
O’Hare for more than 50 Stern/Seeburg distributors from the U.S. and Canada. 
Pictured above, company President Gary Stern (left) shows off Stern’s new 
Orbitor I pinball game to Al Simon of Al Simon Distributing Co., New York City. 
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CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 
mes): 
PENNY : 


PLAY METER, April 15, 1982 21 


NEWS BEAT 


THE PROFESSOR IS IN...Carl Arnett, the Santa Cruz Beach Boardwalk’s 
arcade expert emphasizes a point during the four week class entitled “Arcade 
Games: The History & Introduction to Playing.” 


Earn a Ph.D. in pinball 


They’re banning arcades in Texas. 
San Francisco is enforcing curfews 
of 10 p.m. for public arcades. But in 
Santa Cruz, California, they’re 
offering a class in the basics of play- 
ing the new video and pinball games. 

Hoping to help more adults and 
kids become accomplished at shoot- 
ing down enemy spaceships and 
guiding little frogs across busy free- 
ways, the Santa Cruz Beach Board- 
walk is offering a class, “Arcade 
Games: The History & Introduction 
to Playing,” at the Boardwalk’s main 
arcade. 

Offered through the Parks & 
Recreation Department, the four 
week class will teach beginners how 
to play various video games includ- 
ing Donkey Kong, Pac-Man and 
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Defender. The six dollar resident fee 
includes free game play. 


Taught by the Boardwalk’s arcade 
expert Carl Arnett, the four week 
class will also include a history of 
arcades and machines, as well as a 
tour of the three arcades and their 
repair shops. 


The Boardwalk’s collection of 
arcade games is one of the largest in 
northern California, sporting more 
than 300 vintage and modern 
machines. 


Located 35 miles south of San 
Jose, the Santa Cruz amusement 
park is the Pacific coast’s last 
remaining boardwalk, with 23 rides, 
along with games, shops, and restau- 
rants, all on a mile-long beach. 


UBI expands marketing effort 


United Billiards, Inc. of Union, New 
Jersey has announced the appoint- 
ment of Peter J. Petropoulos, Jr. as 
vice-president of marketing. In con- 
junction with the move, U.B.I. Presi- 
dent Stephen Pinsly said he intends 
to expand the market penetration of 
U.B.I. by increasing the number of 
distributors carrying the company’s 
products. 

“We also intend” he said, “to add 
new products by investing heavily 
into research and development. We 
have noted an increasing market in 
products in which U.B.I. has exper- 
tise and we plan to be in that mar- 
ket,” he added. 

Gene Daddis is heading up the 
research and development division 
of U.B.I. 

This year, the company has intro- 
duced a new line of pool tables priced 
below the most popular line. 

The company has also created a 
division that manufactures video 
cabinets for the video industry. “We 
feel we can make the best cabinet in 
the business, and we plan a 
campaign to tell everyone about it,“ 
the president stated. 

The company has redesigned and 
is now in production on Bimbo, the 
electromechanical game that is 
finding new life in today’s market- 
place. 

UBI’s Don Taylor puts it this way: 

“Bimbo is a hot product for a 
variety of reasons. The principal one 
is because it’s virtually the only major 
product that speaks to, or should | 
say sings to, the untapped pre-video 
age three-to-nine market.” 


“Our story is simple,” Pinsly 
stated, “we have new aggressive pro- 
fessional management. We _ have 
defined our markets. We have the 
product knowledge and the in-house 
expertise of over 25 years in the busi- 
ness. We plan to expand our distri- 
bution and become a factor in this 
marketplace. 
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the Cause... | 
Entertainment 


4-PLAYER ELIMINATOR™ 


TURBO™ 


FROGGER ™ 
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Skill. Win this battle and 
space games hE challenges the skill and youve earned the ultimate 
pectin ; imagination of every player at .) challenge: a blazing 

—_— - every level of skill. 
Imagine yourself the pilot, 6. 


The game that puts deadly armored robot, Zaxxon 


| confrontation with the 
N powerful robot, armed with 
lethal homing missiles. 
Zaxxon is. the one game 
that you must see to believe. 
You have to play it to feel its 
impact. When you do you'll 


Zaxxon technology 
and creativity present a 
3-dimensional-like battlefield 
which sets Zaxxon apart—and 


makes Zaxxon the first of a diving, strafing to score points 
new generation of video and extra fuel. The enemy 


games. : fights back with a barrage of 
An authentic fighter control missiles and gunfire. Then 


stick brings fantastic new you face a fleet of enemy 
realism to Zaxxon game play. fighters in a gripping dogfight 


Up, down, bank right, bank of altitude strategy and flying 
left-the player uses the 


control stick to maneuver his 
Space ship just like a real 
fighter pilot. 

From the daring attack on 
the enemy's floating fortress 
and the blazing battle against 
the enemy's fighter fleet to 
the final showdown with the 


the pilot’s control stick in 
your grasp. You attack the 
enemy fortress climbing, 
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know what we mean when 
we say Zaxxon gives space 
games a fantastic new 
perspective. : 

For more information on 
the pace-setting Zaxxon and 
its new dimension for cash 
collections, call your nearest 
Sega/Gremlin distributor. 
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<=" FOUR PLAYER PROFITS 


00000 


One to four players battle individually or in 
teams to defeat the threatening forces of 
Eliminator. 


j Devastating energy bolts can be fired to 
“push” opposing players into the Eliminator 
Base. 


Precisely placed shot down the tunnel the 
Eliminator Base in an awesome display of 
color and sound. 


fireballs are deadly. Opposing players 
add still more challenge and strategy. 
It's a space-age extravaganza of attack 
and avoid, of color and sound that sets 
the record for repeat play. 

For more information on the latest in 
video games excitement contact your 
authorized SEGA/Gremlin distributor 
today. 


| gisagee: the first simultaneous 4- 
player game with color X-Y 
excitement: 

Eliminator™ is doing-in the video 
game competition again. Now this 
popular, proven earner challenges up to 
four players at the same time. More 
players for more collections. More 
advanced ColorBeam™ excitement to 


keep them playing longer, to keep them 
coming back. : 

Whether it's one player against the 
Base is fatal to the touch. Constantly 
emerging Eliminators with blazing 
computer, partners vs. partners, or 
every man for himself, the competition is 
contagious. The energized Eliminator 


“ Dimensions: 

40” high, 33%” wide, 
40%" deep. 

Weight: 350 lbs. 
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FOUR-WAY FUN 


More Players. 


options, keep the competition stiff, and 
the earnings coming. 1) one player 
against the computer, 2) two players 
against each other and the Eliminator 
adversary or as a team against 
Eliminator, 3) three players teaming up 
or going individually and 4) four 
players playing as partners or each on 
his own—but always against the 
Eliminator. 

Regardless of the mode selected with 
two or more players, the last remaining 
player gets to take-on the wily 
Eliminator computer in a grand finale 
fight to the finish. 


More Action. 

The Eliminator Base floats at random, 
vulnerable only through a narrow 
tunnel to its core. Players’ ships explode 
on contact with it or if they collide with 
the Eliminator craft or are hit by deadly 
fireballs fired by this tenacious pursuer. 
It's border-to-border excitement as 
players fire powerful energy bolts to 
‘‘push” other players and Eliminator 
ships into the fatal Base, and at the 
same time try to gain position to blast 
the Base through its tunnel. Action from 
every direction, points and more points 
to be scored. 


Multiple playing modes give the players 


More Strategy. 

Energy bolt power can be built up with 
a conservative firing plan. Rapid firing 
speeds up the action, but strategic 
energy management is the key to 
success. Should you avoid or attack? 
Indirect shots or fire head-on? It is a 
thrilling game of wit and skill that gets 
progressively more difficult with each 
round. 


More Repeat Plays. 

The players and team combinations are 
many, and so will be the repeat plays. 
As single and partner players score 
and win, they'll stimulate challenge in 


Available with high impact 
promotional canopy. 


Four-way color coding identifies individual or 
team ships for all players. 


Game border color changes to color of leading 
player's ship ... cues lagging players to attack 
leading ship. 


still more players. Innovative fast action, 
realistic sounds, and vivid ColorBeam™ 
display all combine to make 4-player 
Eliminator the one video game to have 
on your side. 


Performance 
Plus Profit. 


SEGA/Gremlin’s newest driving 
game, .TURBO, offers high speed 
performance for players and 
high earning profit for you. 

Turbo gives players a brand 
new perspective of racing. No 
more back seat driving! Turbo’s 
true to life scenographic 

perspective puts players right in 
the driver’s seat, whirling 
through city streets and tunnels, 
over highways and bridges. 


Racers off to a good 
start. 


The aerodynamic Turbo 
cockpit is fully equipped 
with an L.E.D. instrument 
panel that maps 
acceleration, indicates the 
top five scores to beat, 
shows score of the last 
game played, and 
measures record breaking 
speeds. Standard features 
include a pro rally steering 
wheel, rssponsive 2-speed 
gear stick shift, illuminated 
oil and temperature 
gauges and a full power 
accelerator, all in the 
realistic cockpit of a turbo 
charged race Car. 
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Turbo screeching 
towards the country. 


Turbo is also available in 
the compact upright, with 
score indicator, gauges, 
steering wheel, stick shift 
and accelerator built for 
maximum space efficiency. 

Both models offer 
behind-the-wheel 
excitement in a grueling 
cross country race. Road 
handling skills are put to 
the test as the Turbo 
course winds through busy 
city streets, narrow 
suspension bridges, blind 
tunnels and rambling 
country roads. 
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Tunnel vision raceway. 


Sudden changes in road 
conditions such as snow, 
wreckless competitors and 
emergency-routed 
ambulances further 
challenge the player’s 
driving abilities. 

No pit stops are 
permitted in this fast-paced 
race to the finish. Points 
are accumulated as Turbo 
successfully routes 
through each phase of the 
course, lapping other cars. 
Drivers can monitor their 
progress at a glance with 
read outs for time 
remaining on the clock 
(adjustable) and number of 
Cars passed at the top of 
the screen. 


eeeen ))) SEGCtt ieee 


rH 
NM 

y 
y 


Dangerous ocean- 
front palisade racing. 


Collision during the first 
lap sends drivers back to 
the starting line. In 
succeeding laps, however, 
a collision explodes the 
Turbo car on impact. 

In a rolling rural 
straightaway, road dips 
obscure cars ahead 
creating a hazardous 
sequence that taxes the 
driver's skill. Exercise 
caution and check speed 
while climbing steep hills. 


An extended play bonus 


is awarded when drivers 
pass sufficient cars with 
time to spare. Lapping 
cars during this phase 
tacks on bonus points. 


Two of a kind. 


Turbo lapping racers 
at sunset. 


Turbo can be your high 
income pacesetter. Visit 
your local SEGA/Gremlin 
distributor today and test 
drive a TURBO. 
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gent 005 brings new cash 

collections to you. His mission is 

to deliver secret attache cases 
to an awaiting helicopter. Through wily 
street chases andthe shadows of | 
warehouse darkness to slippery skating 
rink maneuvers and the blazing aerial 
getaway flight. . . Agent 005 steals the 
scene and delivers customers to you. 

Fun-filled music attracts them. Four 

thrilling escape scenes challenge them. 
_ And the continuing fun keeps them 
playing and playing. The unique audio 
and video excitement matches every 
player's skill level. 


Sea Sea aE ate te at teeter, 
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And 005 is a RasterScan Convert- 
a-Game, which can later be converted to 
a brand new top earning game at a 
substantial savings. 


Put Agent 005 on your side today . . . 
and win the chase for higher profits. For 
more information on the latest in video 
game action, call your nearest Sega/ 
Gremlin distributor. 


4 WA Grenba 


The chase is on. Agent 005 makes away with 
an attache case. A hovering helicopter awaits 
his arrival, but first... enemy guards pound 
the streets in pursuit. 005 must duck into a 
new scene. 


Inside a warehouse. Avoid being caught in 
the guard's flashlight beams . . . once 005 is 
detected, the chase quickens to super fast. 
Blast the guards with stun-gas and score 
valuable points. 


Slip into a skate rink. And slip you will. There _ 


is no stopping on ice and the same goes for 
the thrills. Sliding and firing . . . firing and 
sliding. 005 can call his helicopter to escape. 


Street Scene 


‘; ' 
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4 TIMES THE CHALLENGE 


The final flight fight. High flying aerial excitement. 
005 has reached his helicopter in all other scenes 
and now finds his high scoring, high soaring getaway 
copter in a new test: balloon and parachute bombs 
close in from all sides. 005 blasts away to score 
points and to escape. Then the final challenge is 
thrown at his skill — a blazing battle with the enemy 
copter. Win now and you win big. 


Dimensions: 
Upright: 71 1/4” high, 29 7/8” deep, 25 15/16” wide, 330 Ibs. 
Cocktail: 25 1/4” high, 35 1/2” deep, 27 1/2” wide, 170 Ibs. 
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Skate Rink Scene 


Its free-wheeling fun with fun-filled music and 
sound. Its stealth and pursuit is like no other 
video game. Everybody's after Agent 005... 
You should be, too. Call your nearest Sega/ 
Gremlin distributor today and make sure 005 
is on your side. 


Life for frogs has never 
been more dangerous 
than with Sega/ 
Gremlin’s newest video 
game, Frogger ™. The 
lily pads and ponds of 
yesterday are only a 
dream as players at- 
tempt to save Frogger 
from wreckless hot rods 
and hungry crocodiles. 
Frogger is crazy. It’s 


A one or two player 
game, Frogger has a 
special place among 
other games, with 
happy, toe-tapping mu- 
sic and intriguing game 
7a splay thats tun for the 
~ swhole family. Your 
1. profit skyrockets be- 
Cause Frogger scores 
big with every crowd. 
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danger and fun rolled 
into one. Frogger leaps 
from speeding cars 
and trucks on a busy 
highway to slippery 
logs and diving turtles 
/in a rushing river. His 

life is constantly in 
- jeopardy, safe only in 
a protected swamp 
home along the treach- 
erous river. 
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FROGGER KEEPS THINGS HOPPING. 


The object of the game is 
to guide Frogger home in 
60 beats of the clock or less, 
without getting hit by cars, 
drowned or eaten alive by 
slimy creatures that slither 
through the river. 

Frogger must dart between 
Cars and trucks on a five lane 
highway, ride on diving turtles 
and hop on rolling logs to get 
home. In advanced rounds, 
Frogger encounters deadly 
snakes, otters and crocodiles. 

Ten points are scored for 
each safe hop. Landing home 
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earns 50 points, and if Frogger 
makes it home with time to 
spare, 10 points are added for 
each beat saved. 

Frogger earns bonus points 
by rescuing a lady frog froma 
log and giving her a lift home. 
Two hundred bonus points are 
scored when Frogger catches 
and eats flying insects and also 
if he lands at home where a fly 
is buzzing. Filling every home 
with happy frogs awards 1,000 
bonus points for a job well 
done! 

Take a leap for the good life 


with Frogger, available in the 
upright and cocktail models. 
For more information, contact 
your local Sega/Gremlin 
distributor. 


FROGGER 
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Sega/Gremlin Moves Into New Facilities, 
_ Expands Production. 


SEGA/Gremlin’s commitment to providing you GREMLIN INDUSTRIES, INC., 16250 Technology Drive, 
with a full line of creative products is underscored | San Diego, CA 92127, (714) 485-0910, 
by a new 125,000 square foot corporate TWX 910-355-1621. 


SEGA ENTERPRISES, Ltd., #2-12 Haneda, 1-Chome, 
Ohtaku, Tokyo, Japan, TLX 781-22357. 
SEGA EUROPE, LTD., 15 Old Bond Street, Mayfair, 


headquarters and manufacturing facility in 
Rancho Bernardo, California. 


Devoted to video game manufacturing, London, England, \\/1X 3DB, TLX 847777. 
SEGA/Gremlin’s new facility features state-of-the- SEGA ENTERPRISES, INC., One Century Plaza, 
art assembly line manufacturing systems and 2029 Century Park East, Suite 2920, Los Angeles, CA 


sophisticated quality controls. 1 90067, TLX 688433. 


SEGA / ronakni 
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NEWS BEAT 


Rock-Ola garners exec. 


Frank P. Baxpehler was recently 
appointed executive vice-president 
of sales and marketing by Rock-Ola 
Manufacturing Corporation of 
Chicago. Frank arrives from many 
years of management, sales, market- 
ing, and international trade experi- 
ence in the musical instrument man- 
ufacturing industry. 

His participation in Chicago’s 
business community is extensive. 
Being a member of Chicago’s Inter- 
national Business Council for 
eighteen years, he is serving his 
second term with the District Export 
Council, a U.S. Commerce Depart- 
ment appointment. Since 1981, he 
has acted as chairman of the Inter- 
national Committee of the Illinois 
State Chamber of Commerce pro- 
moting direct foreign investment in 
Illinois and directing an export 
awareness program. 

Baxpehler plans to broaden Rock- 
Ola’s market position in both the 
video game and phonograph fields. 


Trinwith 


Baxpehler 


Pizza Time names direct 


Inda K. Trinwith has recently been 
promoted to director of games 
administration for Pizza Time 
Theatre, Inc. She formerly was the 
games department buyer and 
planner for the Sunnyvale, California 
based company. 

In her new position, Trinwith is 
responsible for purchasing game 
room equipment, game room lay- 
outs, game movement strategy, col- 
lection analysis, and game sales. 

The family-oriented restaurants 
feature the latest in video games and 
performances by the Pizza Time 
Players, a group of computer- 
controlled characters led by Chuck 
E: Cheese, the emcee and company 
mascot. Currently the company 
owns or franchises nearly 100 units 
in 21 states, Canada and Australia. 
Trinwith has been with the 5-year-old 
company for two years. 
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THE CALENDAR 


March 26-28 
Amusement Operators Expo ’82, 
Hyatt Regency, Chicago 


March 31-April 2 
Coin-Op ’82, Irish Amusement 
Trades exhibition, Racecourse 
Centre, Leopardstown 


April 2-4 
NAMA Western Convention- 
Exhibit of Vending and Food- 
service Management, Brooks Hall, 
San Francisco 


April 2, 3 
AMOA/Notre Dame Seminar, 
Center for Continuing Education, 
Notre Dame, Indiana 


April 14-23 
Milan Fair, Internat’! Business and 
Meeting Center, Milan, Italy 


April 16-18 
FAVA/music, games, and vending 
show, Curtis Hixon Convention 
Center, Tampa, Florida 


April 30, May 1 
Wisconsin Music Merchants Asso- 
Clation exposition and annual 
membership meeting, Milwaukee 


May 7-8 
Ohio Music & Amusement 
Operators, annual convention and 
show, Columbus 


May 12-13 
New Jersey Amusement Operators 


Association, Playboy Hotel & 
Casino, Atlantic City 


O/N 


June 3-5 
Amusement and Music Operators 
of Texas, Americana Hotel, Ft. 
Worth 


June 20-25 
Bowling Proprietors Association of 
America, 50th annual convention 
and trade show, Town and 
Country Hotel, San Diego, 
California 


July 16-17 
Montana Coin Machine Operators 
Assocition convention, Outlaw 
Inn, Kalispell, Montana 


September 10-12 
Joint North and South Carolina 
associations meeting, Radisson 
Plaza Hotel, Charlotte 


September 24-25 
West Virginia Music & Vending 
Association convention, Ramada 
Inn, South Charleston, West 
Virginia 
October 7-10 

NAMA convention and exhibit, 
The Rivergate, New Orleans 


October 8-9 
Amusement & Music Operators of 
Virginia, Richmond 

October 14-17 
ENADA (exhibition of coin-op 
amusement machines), Congress 
Building (EUR), Rome, Italy 
November 18-20 


AMOA Exposition, Hyatt Regency 
Downtown, Chicago 


ECHAN/SMS wc. 


817 Industrial Drive, 
Elmhurst, Ill. 60126 - 1184 


Manufacturing Coin Mechs, Domestic And Foreign, for 
the Coin Operated Amusement Machine Industry 


e Complete Door Systems 


e Face Plates 
e Midget Channels 


Customer Service 
(312) 279-9150 


® Coin Boxes e 
e@ Anti-Flip Kits 


Ray Nicholson 


Anti-String Kits 
@ String Cutters 


Ron Rollins 
Frank Schubert 
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NEWS BEAT 


Washington games tax defeated 


An attempt to impose a 20 percent 
tax on the gross revenues from 
amusement games located in the 
state of Washington was defeated 
March 5 when operators presented a 
strong case against the revenue 
measure. 

Representatives from Spokane 
(Jane Lenard and Lois Stratton) 
sponsoring the measure offered the 
tax in light of the success of the 
industry over recent years. Accord- 
ing to operator Bob Hasson of 
Melody Amusement, Lenard 
claimed that the state directed the 
legislature to pursue finances 
wherever they could find them with- 


out regard to what business it might 
hurt. 

At the hearing on the bill, Lenard 
opened discussion of the matter by 
offering to open the measure to 
amendment. 


“An amendment might have 
reduced the amount of taxation and 
made the bill more palatable,” 
explained Hasson. “But there were 
no amendments offered.” 


At the final hearing on House Bill 
1202, Washington operators showed 
up with a licensing agent from the 
city of Seattle. 

“The city licenses games at about 


$100 per game which means about 
$350,000 a year,” said Hasson. 
“The operators convinced the agent 
that if the tax was passed, approxi- 
mately a third of the games now 
located there would have to be 
removed and placed outside the 
state. That would mean about a 
$150,000 loss to the city of Seattle.” 


According to Hasson, the agent 
was convinced of the validity of the 
operators’ argument and his address 
to the state legislature in turn con- 
vinced them that increasing the 
state’s revenues was sure to diminish 
that of the cities. 


sega/Gremlin moves into new facilities 


Sega/Gremlin has moved into its 
new 125,000 square foot office and 
manufacturing building in San 
Diego’s North County. The new 
facility, in the Rancho Bernardo 
Technology Park, will house the 
company’s executive offices and 
serve as the main manufacturing 
plant for Sega/Gremlin’s popular line 
of coin-operated video games. 


“This new facility provides us with 
expanded capability to meet the 
worldwide demands of the video 
amusement game industry,” states 
David Rosen, chairman and chief 


executive officer of Sega Enterprises, 
Inc. 

“Initially, we anticipate employing 
some 500 people at this new location, 
while maintaining engineering and 
overflow production capability at our 
previous location. Senior manage- 
ment of the corporation made the 
decision to become capital intensive, 
permitting Sega/Gremlin to gear up 
production very quickly and thus 
provide shortened lead times.” 

The move consolidates many 
operations into a single location and 
provides improved manufacturing 
systems with the most advanced, 


mechanized assembly lines in the 
industry. 


Automatic integrated circuit 
inserters, board testers, and a wide 
variety of new quality assurance 
equipment have been included in the 
facility to assure fast, reliable pro- 
duction to keep pace with market 
demand. 


Engineering, Shipping/Warehous- 
ing, and the Wood Products Division, 
which manufacturers cabinets for 
the wide range of video games pro- 
duced by the company, will remain at 
their current San Diego locations. 


New headquarters and manufacturing facility for Gremlin Industries, Inc. in Rancho Bernardo, California. 
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Kienan to CleCoin 


Tom Kienan has joined Cleveland 
Coin as special projects manager for 
the Ohio and Kentucky branches of 
the company. 

In making the announcement, 
President Ron Gold also announced 
staffing for the new Lexington plant. 
“The new plant will be staffed with 
Cleveland Coin veterans from the 
Cleveland and Columbus branches, 
such as Jack Whitehead, who will 
head our customer service depart- 
ment. Jack was formerly head of the 
service department in Cleveland. 

“Tim Paukner will be our parts 
manager, while Peter Guy will direct 
the warranty department and 
Victoria Guy will manage the office. 
Charles Elkins, formerly our Colum- 
bus branch manager, will assume the 
duties of industrial vending manager. 

Kienan comes to Cleveland Coin 
after eight years with the Ohio Attor- 
ney General’s office. He is a graduate 
in marketing from Ohio University. 

In other company news, Cleveland 
Coin was awarded the Moyer-Diebel 
Distributor of the Year honor in 
Santo Domingo for the third straight 
year. 


Jarocki 


Kienan 


Jarocki joins Midway 


“James L. Jarocki is joining our mar- 


keting team,” announced David 
Marofske, president of Midway Man- 
ufacturing Company, “to coordinate 
varied activities of advertising and 
promotion.” 

A graduate of the University of 
Illinois with a degree in advertising, 
Jim recently completed service in 
the Air Force as weapon systems 
officer with RF4-C Plantom jets. He 
has been stationed in Germany for 
the last 4% years and achieved the 
rank of captain. 

“Among his responsibilities,” said 
Stan Jarocki, vice president of mar- 
keting, “he will be working with 
advertising programs, distributors, 
trade shows, publicity, and trade- 
mark licensing promotions. 
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Scream « 


They'll 
Return 


Again & Again & Again!! 


It brings them good times and 
it brings you big profits. It’s 
Whac-A-Mole, one of America’s 
hottest new arcade games. 

Players go wild trying to 
reach high scores by whacking 
those pesky moles as they pop 
in and out of their holes. 


Whac-A-Mole has proven suc- 


cessful in fast food restaurants, 
bus and train stations, game 
rooms, resorts, shopping 
centers, airports, motels, fairs 
and vending companies. 


14 years of experience has 
made Bob’s Space Racers 
America’s leading manufacturer 
of amusement games. 


Bob’s Space Racers 


427 15th Street 
Daytona Beach, Florida 32017 
904/677-0761 
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33’ 
Depth 
Platform 


Designed for 
e Mini Compact Pickups 


e ¥2 Ton to 1 Ton Trucks 


. © Pick-ups and Walk-in Vans 
.. © 1 Ton Stake Beds & 


Van Bodies 


Model 64 

Fleetside Chevrolet, All GMC 
Fleetside, Ford and Dodge with 64 
to 65 inch opening, International 
wide box 1969 and later. 


WOODBINE MFG. CO. 


WOODBINE, IOWA 51579 


PHONE (712) 647-2050 
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New... 
for coin-operated 
vending machines 
and games 
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Intercard 


Better than coins 
or tokens 


Fe. 
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Revolutionary new magnetic card 
reader gives you full control over 
coin-operated games and vending 
machines. Attaches to your existing 
equipment. Eliminates change 
hassles, sorting, and wrapping of 
coins, token handling and skimming. 
You sell coded magnetic cards 
instead of coins or tokens. Each time 
the card is used, a portion is cut out 
and stored in the machine...giving 
you an accurate record and assuring 
that the card can’t be used again 
when all the prepaid purchases are 
punched out. Find out about 
INTERCARD. . . aunique, new way 
to clean up your coin-operated 
vending machines and games. Write 
or call... 


West Coast Branch 
Corona Industrial Center 
139 Maple, Suite A 
Corona, CA 91720 
(714) 371-7500 


Manufacturing Operation 
1131 Lincoln Highway 
North Versailles (Pgh.) 
PA 15137 


Visit us at Booth 123 at the AOE Show. 
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Dynamo 
gears up for foosball 


The Dynamo Corporation is taking 
up the slack in the absence of Tour- 
nament Soccer from the world of 
foosball. Dynamo has developed a 
new table and will enter a series of 
promotions designed to keep the 
foosball enthusiasm alive throughout 
the United States. 

“Foosball is the best money maker 
an operator can have,” asserts Bill 
Rickett, president of the firm. “At a 
cost to the operator of about $500, it 
is easy to recover the investment. 
And considering the table’s longev- 
ity, the profit margin is most attrac- 
tive.” 

Dynamo will be showing its new 
table at the Amusement Operators 
Expo in Chicago. 

The new Dynamo foosball piece 
combines the play features of the 
Tournament Soccer piece with the 
sturdiness of the Texas style table. 
Construction elements will include a 
One piece cabinet (no lift top) with 
front door accessibility. Four by four 
legs (like the ones on Dynamo’s pool 
tables) will support the cabinet which 
will be reinforced so the sides will 
remain parallel (will not warp). 
Enhancements include a metered 
ball drop, solid steel rods, jumbo 
handles, a hard ball, laminated sur- 
face, and Tournament Soccer size 


goals. 

Rickett is committed to the idea of 
a viable foosball market. “ The pro- 
duct cycle takes about seven years 
to turn around. As youngsters seek 
other interests beyond video games, 
that whole new generation of players 
will be available for foosball enthusi- 
asm,” Rickett contends. 

Additionally, Rickett feels that 
even though foosball is not currently 
in a “boom” situation, there is suffi- 
cient existent player attention to 
justify Dynamo’s new avid pursuit of 
the table soccer market. 

Dynamo’s promotional events 
centered around foosball will be 
geared to interest a broad base of 
players. 

“Tournament prizes will be 
attractive, but we don’t plan to 
pursue the big money tours. 

“T feel that concept was doomed 
from the start,” says Rickett. “There 
was just not enough money to be 
made to support that kind of circuit 
play. Our tournaments will appeal to 
a wide range of player ability.” 

And kickett insists there will be no 
empty bank accounts to dissappoint 
tournament victors. 

“Money for winnings will always be 
placed in escrow before the tourna- 
ments begin,” he insists. 


Hanson employees and customer 
win Game Plan awards 


There are a lot of smiling faces in the 
Upper Midwest since Game Plan, 
Inc. of Addison, Illinois offered a 
unique 3-way promotional program 
to their distributors. With each game 
sold, the distributor was awarded 
credits toward a premium, a trip to 
Rome. Operators credits toward 
premiums were also awarded. 

President Ray Hibarger of Hanson 
Distributing Co., Bloomington, 
Minnesota opted to use the premium 
portion of this program in the form of 
an incentive bonus to all company 
employees. 


The program worked well, as the 
company sold more than 200 Game 
Plan games and increased company 
sales 20 percent over last year during 
the same period. 

Operators who purchased Game 
Plan games during the promotion 
had the opportunity to redeem their 
“credits” to obtain their choice of 
eighty different gifts, depending on 
how many units they purchased. 

Hanson reports that even though 
the premium program has ended, 
sales of Game Plan’s latest game, 
Kaos, continue to be strong. 
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“BUY A PIECE....GET “PEACE” IN RETURN” 
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ALPHA-OMEGA AMUSEMENTS 
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“THE GAMEROOM SPECIALISTS” 
FROM ONE PIECE TO 100 
SERVING THE TRI-STATE AREA FOR 12 YEARS 
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Parts Backups f[ 
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Guaranteed 24 Hour Service 


Arcade Planning Specialists 


Arcade Rentals With Free Service 


Large Equipment Inventory For Sale, Lease, Placement 


YOU CAN BANK ON THE “CRANK” 


Contact: 

‘i ' , 3 Coral Street 
Frank “The Crank” Seninsky Edison. Nu 08837 
Richard Seninsky 
Joe Camarota 201/738-1800 
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Venge 


Chang 


Game-A-Tron adds two 


Game-A-Tron Corporation, New 
Britain, Connecticut is proud to 
announce the addition of two mem- 
bers to its management staff, Roberto 
Uenge and Thomas Chana. 

Uenge has been appointed as 
export consultant, working in the 
areas of Sales & Marketing. He 
brings his vast experience as man- 
aging director of a Tokyo firm and his 
vast contacts throughout the video 
industry world-wide. Uenge will pur- 
sue closer ties with Japanese manu- 
facturers and expansion into other 
overseas markets. 

Chang will be the operations direc- 
tor. His background in organization 
coordination, marketing research, 
and manufacturing functions will be 
used to lead to a program of increas- 
ing productivity and higher quality 
for the complete Game-A-Tron line. 

Dominic Sanzo, Game-A-Tron’s 
board chairman commented: “The 
addition of these two outstanding 
people to the Game-A-Tron team 
shows once again that we are moving 
to the position as a top innovator in 
the video game field, with the highest 
quality products.” 


Mattel plugs into Atari 


Mattel Electronics has introduced a 
line of home video game cartridges 
for use on the Atari home video 
game system. 

.« According to Joshua W. Denham, 
president of Mattel Electronics, the 
“new cartridges offer owners of Atari 
hardware access to markedly 
improved graphics and gameplay,” 
Denham said. Shipments are slated 
to begin in early summer and will be 
supported by extensive introductory 
advertising and consumer pro- 
motions. Mattel Electronics, based 
in Hawthorne, California, is a divi- 
sion of Mattel Inc. 
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Operators lives are frustrating 
in small town, Indiana 


Arcades are under attack by the city 
council in Carmel, Indiana. Ron Tice, 
who owns Jungle Jim’s arcade in 
Keystone Square Mall, is suffering 
the frustrations of dealing with a 
council unhappy over problems that 
exist at another of the town’s 
arcades, Porky’s Palace. 

“I wish that place had never 
opened,” says Tice. “It’s causing pro- 
blems for everybody else.” 

Tice was pleading for the right to 
exist in Carmel when he asked at a 
February council meeting that coun- 
cil members help resolve the pro- 
blems instead of adding too many 
restrictions to an existing amuse- 
ment ordinance. 

Tice and Bill Clem, owner of 
Snoopy’s Palace, another of the 
city’s arcades, absorbed the coun- 
cil’s wrath as they proclaimed the 
arcades havens for drug dealing, 
video addiction, and gambling edu- 
cation. But the essence of the coun- 
cil’s attack was centered around the 
effort to squeeze more licensing 
dollars out of the arcades. 

Councilor Bill Walker contends 


the ordinance in Carmel is too 
He believes that being 


lenient. 


tougher means charging more 
money for licensing fees. Walker 
believes that the city should charge 
$250 for the first two machines on 
location, $400 for the next three, and 
$1,000 for each additional machine. 

Those figures, Tice complains, 
would put him and other arcade 
owners in the town out of business. 


But that’s what Mayor Jane 
Reiman and Councilor David 
Shepherd want. They support the 
$1,000 figure, contending that driv- 
ing the arcades out of business 
would solve the city’s problem of 
having to deal with juvenile problems 
that have crept up at Porky’s Palace. 


When Councilor James Garretson 
warned that such a high tax would be 
thrown out of court if it were tested, 
the mayor replied “So what?” 

Reiman continued: “I don’t see 
anything wrong with Carmel doing 
what it wants to and letting some- 
body pay to take us to court.” 


The council then proceeded to dis- 
cuss ways that the fees could appear 
justified, such as compiling costs of 
inspections, licensing, and stepped- 
up policing at the arcades. 


Atari survey points to new operators 


Atari, Inc. has released the results of 
a survey it conducted at the 1981 
Amusement and Music Operators 
Association show. There, 860 opera- 
tors responded to questions focus- 
ing on their length of association with 
the industry. 

The survey results indicated that a 
significant number of companies 
have entered the amusement 
machine business since the surge in 


interest in video games. 

Of the operators interviewed, 
nearly 25 percent have been in the 
industry less than two years. Slightly 
more than that figure have been in 
the business between three and eight 
years, leaving less than half of the 
respondents attending the annual 
industry show who have been in the 
coin-op amusement business for 
more than eight years. 


8-ball competitors aim for Reno 


The Valley national 8-ball tourna- 
ment will start winding toward its 
Reno, Nevada showdown with state- 
wide championships. 

In Florida, the Amusement Vend- 
ing Association will sponsor the state 
playoffs April 16—18. Six teams will 
compete in the double elimination 
tourney and three of those teams will 
go on to Keno. All six were 
champions in their respective 
leagues. 


Sponsors of the Florida regional 
playoffs are Seymour Music of 
Sarasota and Lawson Music of 
Winterhaven. 


In Ohio, the Music and Amuse- 
ment Association with the assistance 
of Van Brackel Music will hold its 
regional action May 7—9. There, 
eight teams will do battle to 
determine the three winning com- 
binations that will travel to Reno. 
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Operators’ lives made easier by 
hard-working Utah Association 


The Utah Amusement Music Asso- 
ciation has been involved in a suc- 
cessful campaign for two years, a 
campaign that is improving the 
image of the coin-op amusement 
industry in one of the nation’s most 
conservative states. 

Marking the campaign’s success 
was the Association’s first state-wide 
pool tournament, completed 
February 28. 

The tournament, co-sponsored by 
Miller Beer, held its final round at the 
Hilton Hotel in Salt Lake City and 
drew an excited 500 spectators. 

There, Rick Jon of Salt Lake took 
the $1,000 first prize over 37 other 
finalists. 

The $5,000 tournament started at 
21 association member service loca- 
tions. Each location held eight weeks 
of playoffs and a ninth week finals 
competition. Winners, and runner- 
ups from most of the locations, pro- 
ceeded to the state finals in Salt 
Lake. 

The tournament is just one of the 
successes reported by Craig 
Johnson, president of the hard- 
working Utah Association. 

This year, the members have hired 
a public relations firm, First Market- 
ing Group of Salt Lake, to enhance 
the image of their industry through- 


out the state. At an initial cost of 
approximately $4,000 the firm will 
direct its efforts to the general public, 
promoting the good business image 
of Utah operators. It is beginning its 
pitch with audio/visual presentations 
to school PTAs. 

“We want to point out our contri- 
butions to the communities of our 
state and portray ourselves as good 
businessmen,” says Johnson. 

Johnson’s words have the backing 
of association action. Members’ 
activity with local governing bodies 
has resulted in good relations with 
those law makers. 

“We wrote the ordinance for Salt 
Lake County, the state’s largest 
region, and they adopted our ordi- 
nance almost to the letter,” offers 
Johnson. “And we are doing the 
same in other communities.” 

And the association polices its 
own locations. 

“We have established a board of 
directors comprised of large com- 
pany owners and have tried to stop 
problems before they occur. We 
have even pulled games out of loca- 
tions that are leading to problems 
with our youth. Operators here 
realize that hurting the industry 
image is much more of a real pro- 
blem than losing a location or two.” 


Buffalo hours regulations axed 


The New York State Supreme Court 
has ruled that the city of Buffalo can- 
not regulate the hours during which 
game rooms operate. 

In a late February judgment the 
court decided in favor of operators 
that such a restriction was illegal 
because of the restraints it put on 
their ability to operate their busi- 
nesses. 

Supreme Court Justice James B. 


Kane issued the ruling along with a 
provision that the city could ban 
minors from playing the games 
during school hours. 

Operators’ attorney, Paul 
Cambria, indicated that the decision 
marked the first successful challenge 
nationally of hours regulating arcade 
rooms and said the decision would 
have state-wide bearing on similar 
ordinance attempts. 


Play ball, the new way 


If Mizuno Corporation of Osaka, 
Japan has its way, the “great 
American pastime” is going to get 
computerized. 

Mizuno, a sporting goods com- 
pany with international sales of 
about $600 million a year, is offering 
Major League Baseball a new line of 
equipment utilizing microcom- 
puters, mini-transmitters, and 
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robots. 

One item, the Mizuno Electronic 
Battery consists of a set of buttons 
built into a catcher’s mitt that can 
transmit the type: of pitch and 
desired location to a lighted display 
panel in the pitcher’s glove. 

The system eliminates signal mix- 
ups and prevents the opposition 
from stealing signs. 
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Cover art available 


Willis Industries, the coin-op game 
graphic design firm, of San Jose, 
California, is offering an at-cost 
reprint of Play Meter’s Directory 
Issue cover art at displayable poster 
size. 

The cover art depicts the all- 
American image of the coin-op field, 
connecting the coin slot to apple pie, 
the U.S. flag, baseball, and hot dogs. 
As an answer to the detractors of the 
coin industry, the poster is a graphic 
statement about what is right with 
coin-op amusement games. 

Brian Warkinton, vice president/ 
sales of Willis Industreis, said the full- 
color poster will be made available at 
a price that will cover only the print- 
ing costs, to all persons in the indus- 
try who wish to pin it up in their 
operations office, game rooms, or 
showroom. 

Interested persons can contact 
Willis Industries, Dept. PM, 1900 
Dobbin Drive, San Jose 95133; or 
call toll-free: 800/538-7808. 


Ruehle heads sales 


Janine Ruehle has been named the 
new sales manager at Meltec, Inc., 
Sunnyvale, California, responsible 
for national sales of Boom Ball. 

Ms. Ruehle has six years’ experi- 
ence in sales, with the previous three 
years being in the real estate field. 
She is a graduate of DeAnza College, 
Cupertino, and resides in Sunnyvale. 

Information about Boom Ball is 
available at the Sunnyvale office of 
Meltec: 308/738-4422. 
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Dempsey 


Coinco hires Western reps 


James Dempsey has been appointed 
sales and service representative for 
the Santa Clara, California branch 
office of Coin Acceptors, Inc., it was 
announced by Jim Douglass, vice- 
president of marketing for Coin 
Acceptors. Marketed under the 
trade name of “Coinco,” the St. 
Louis headquartered company is a 
manufacturer of coin handling equip- 
ment for the vending industry. 

In his new position, Dempsey will 
be responsible for Coinco sales and 
service with customers in the 
northern California and Nevada 
areas. For four years prior to joining 
Coin Acceptors, he was a sales 
representative for a wholesale firm. 

In another move, Howard Reed 
was appointed sales and service 
representative for the Minneapolis, 
Minnesota branch office. 

Reed will be responsible for 
Coinco sales and service with cus- 
tomers located in North and South 
Dakota, northern Iowa, Minnesota 
and northwestern Wisconsin. Prior 
to being appointed sales and ser- 
vice representative, he was repairs 
supervisor for Coinco’s Minneapolis 
office. 


Penn-Ray expands sales staff 


Penn-Ray International Corporation 
announced the appointment of two 
new sales representatives. 

Gary Lemons, formerly parts 
manager at Palmetto State Distri- 
buting, will be covering the Mid- 
Atlantic area of North Carolina, 
South Carolina, Maryland, Washing- 
ton, D.C., Virginia, and eastern 
Tennessee. Paul Leary, formerly 
with Wico Corporation, will be 
covering the mid-Gulf Coast area of 
Louisiana, Mississippi, and Alabama. 

This expands the Penn-Ray sales 
force to a total of six representatives 
to serve the amusement industry. 
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Paramount, sega 
Share board members 


David Rosen, chairman of the board 
and chief executive officer of Sega 
Enterprises, Inc. was named a Direc- 
tor of Paramount Pictures Corpora- 
tion, it was announced by Barry 
Diller, chairman and chief executive 
officer of Paramount. 


Diller stated: “Two months ago 
three Paramount directors and 
offices, Eisner, president, Barron, 
executive vice-president, and | 
joined the board of Sega Enter- 
rises. It is with great pleasure that we 
now welcome David Rosen to 
Paramount’s board of directors and 
this closer association between our 
companies. 


“The emerging video cassette and 
video game segments of our respec- 
tive companies are two of the fastest 


growing businesses in the entertain- 
ment industry today. Both Para- 
mount and Sega are committed to 
these businesses and we are certain 
the insights, experience, and inter- 
action between our companies will 
help both Paramount and Sega to 
continue to be industry leaders.” 

Rosen is credited with helping 
develop the Japanese commercial 
amusement games market in the mid 
1950’s. He then expanded the com- 
pany’s marketplace to the United 
States in the 1970’s, where Sega 
developed into one of the world’s 
leading designers and manufacturers 
of commercial video games. 

Paramount Pictures Corporation 
is a member of the Leisure Time 
ie of Gulf-Western Industries, 
nc. 


IMC to demonstrate 
computer programs at AOE 


Innovative Mangement Consultants 
will be demonstrating computer pro- 
grams for coin operators at the 
Amusement Operator’s Expo to be 
held in Chicago March 26, 27, and 
28. 

The Operator’s Investment 
Analysis computer program which 
will be displayed, is a computer pro- 
gram designed to get operators away 
from studying revenues for machine 
and location evaluation. The com- 
puter program will give a net profit 
and return on investment for every 
machine and every location in an 
amusement company. 

A Coin Count Reconciliation Pro- 
gram will also be demonstrated. The 
program provides operators with a 
quick and easy way to detect short- 
ages in coin boxes which could result 
from stealing. It also shows the oper- 
ator which counters on machines 
are not operating properly. (See 
related article, this issue.) 

A Machine History Program will 
also be shown at the Innovative Man- 
agement Consultant meeting room, 
which will be located near the regis- 
tration area for the Amusement 
Operators Expo. The Machine His- 
tory Program provides the operator 


with a complete history of any 
machine he owns. The program also 
prints bar charts of a machine’s 
revenues, profits and returns on 
investment. The Machine History 
Program is useful for monitoring the 
drop in revenues and profits of a 
machine over time. 


Also IMC will show a Location Pre- 
diction Model Computer Program. 
The Location Prediction Model 
determines what an operator can 
expect in terms of revenues and pro- 
fits from any proposed new location. 
The program works on the demo- 
graphic characteristics of the opera- 
tor’s particular area. Based upon 
many factors, such as the hours of 
operation and the traffic through the 
location, the Location Prediction 
Model will tell the operator a high, a 
low, and a most likely revenue and 
profit profjection for a new location 
based upon the equipment that the 
operator plans to place at the loca- 
tion. Innovative Management Con- 
sultants invites operators to the 
IMC conference room (Skyway 
#261) for a full demonstration of 
computer programs for the amuse- 
ment operator. 
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It's the latest hit from the CVS library of games... 


Profit is spelled CVS! 
It’s a fact— 


Game saturation has created a 


more fickle player and made short — 


site-life the rule rather than the 


exception. This fact of life has made 


our state-of-the-art Convertible 
Video System an idea whose time 
has come. No longer do you have 
to absorb heavy losses of investment 
in your outdated games. 


Here’s why CVS can 
spell a brighter, 
more profitable 
future for you: 
MODULAR 


The heart of CVS isa 54" x8" x4" 
program module that plugs into 


the universal printed circuit 
board. 


THE COMPACT 
CVS GAME MODULE 


SIMPLE 


A complete game change 
canbe achieved ina very few 
moments through a change 
of the easy-access clip-on 
module and the marquee— 
that’s all there is fo it. 


DURABLE 


The uncomplicated solid 
state module eliminates the 
necessity for—and problem 
potential of—tape. 


VARIETY 


Now you can present fresh, 
new games with the same 
ease with which customers 
change their game prefer- 
ences. We will make available 
at least six attractive, exciting— 
entirely new—games every year. 


TECHNOLOGY 


Expert engineering and sophis- 
ticated research /develop- 
ment facilities assure that your 
basic game unit will be capable 
of accepting all likely innovations 
for years to come. 


EFFECTS 


Ultra modern electronics allow 

a wide range of novel special 
effects, quality graphics (including 
3-D effect) and complex speech 
patterns. 


QUALITY 


Game units are designed, con- | 
structed and finished to an industry- 
high standard. Strong and secure, 
the units feature a quality coin 
mechanism and large cash boxes. 


BEAUTY 


Handsome, eye-catching cabinet 
graphics are conceived so the 
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games will grab player attention. 
You'll be proud to showcase your 
CVS games. 


WARRANTY 


Our standard 90-day limited | 
warranty backs up your selection 
of these excellent units. | 


SERVICE 


New game modules can be in 
yourhands within 48 hours after your 
order is placed. 


PRICE 


The revolutionary CVS system 


makes previously- unheard-of 

low costs a reality. With or without 
trade-in allowances for modules, 
this unique, dollar-stretching con- 
cept will give you “money mile- 
age” like never before. 


RELIABLE 


The company behind the devel- 
opment of the CVS system is 
Century Electronics of Oldham, 
England, an established leader 

in the video games field. You can. 
count on CVS! 


CVS...The system 
that lefs you 
PROGRAM FOR PROFIT 


A SIMPLE MARQUEE CHANGE 
AND YOUR GAME HAS A 
NEW LOOK. 
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DISTRIBUTORSHIPS 
AVAILABLE IN 
SELECTED 

AREAS. 


Tuni Electro Service, Inc. 
1716 W. 4th Street 

Tempe, Arizona 85281 

(602) 968-7257 TELEX 165819 
800-528-1409 
42004 N.E. 95th Street 
Vancouver, Washington 98662 
800-426-4790 TELEX 152031 
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SPECIFICATION 


Width 


Nihon Bussan Co.,Ltd. 


HEAD OFFICE: 
12-9, 1-chome, Tenjinbashi, Kita-ku,Osaka, Japan 
TEL.(06)353-5211 TELEX 523-6891 NCBCOL J 


TABLE MODEL] TABLE MODEL! UPRIGHT MODEL [CHILD UPRIGHT MODEL 
~| No. FT11001 | No.FT21001 | No.FTA1001 | No. FTC1001 
CRT. 


600mm 


Depth Sem pom 
625~765 685 ~ 825 " 
Height | (Can be adjusted | (Can be adjusted 1625mm 1375mm 7 
in five stages) in five stages) 
© Power | lOOV~240V/ 100V~ 240V/ 100V~ 240V/ 100V~240V/ = 
Source| 1lOOW 110W 110W 100W 


©1981 Nihon Bussan Co., Ltd. 
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Nichibutsu U.S.A. Corp.— 


15407 S. Broadway @ Gardena, California 90248 
Tel. 213/538-2162 Telex 910349664 NCBTUSA TRNC 


AOE Show 


Exhibitors Listing 


ALGOL TECHNOLOGY, INC............ Booth 427 
303-3 Convention Way 
Redwood City, CA 94063 
415/364-8314 
a manufacturer of monitors at low cost. 


ALL WEATHER 
AMUSEMENTS,:ING: 26 ca2vs cheese seen: 446, 448 
Building 131 Avenue B 

West Hampton Beach, NY 11978 

516/288-5252 

premiering a weather and vandal proofed shelter 
which protects two fullsize video games while provid- 
ing player access. 


ALTER ENTERPRISES ............. 336, 338, 435, 437 
Route 15 South, RD 3 
Wharton, NJ 07885 
301/361-0066 
featuring complete line of remote controlled amuse- 
ments. 


AMERICADE 
AMUSEMENTS 035 se0354ie tines 311, 313, 315, 317 
2009 Old Cuthbelt Road 
Cherry Hill, NJ 08034 
609/428-3869 
featuring novelty amusement equipment and con- 
version products. 


AMERICAN COMMUNICATIONS 
LABORATORIES 2253.0 2h de tris ose nd enewinds 457 


Dover, DE 19901 
302/678-9063 
exhibiting its line of video games. 


AMES SUPPLY COMPANY .................46. 456 
2537 Curtiss Street 
Downers Grove, IL 60515 
312/964-2440 
featuring its electronic test equipment, accessories, 
and tools for electronic servicing. 


AMUSEMENT EMPORIUM, INC. .............. 613 
6880 South Emporia Street 
Englewood, CO 80112 
303/771-0885 
featuring its coin machine parts and supplies, billiard 
supplies, and electronic components. 
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AMUSEMENT MARKETING 
CONCEPTS: ELD) sihicsrt ined ce batak ene cae eekwx 442 
P.O. Box 3002 
Springfield, MA 01101 
413/781-1220 
featuring | Love Pac-Man paraphernalia, T-shirts, 
bumper stickers, etc. 


ANALOGUE ELECTRONICS 
INTERNATIONAL, INC. ............ 00000 eee eee 146 

1308 East 98th Terrace 

Kansas City, MO 64131 

816/942-1499 

featuring Comback Conversion System to convert the 
video signals of most standard video arcade games 
into a standard color TV signal without modification 
to the game or TV. 


ARDAG, ING) 5544654 bork ' ya aleras ees awe 828 
4860 East 345th Street 
Willoughby, OH 44094 
216/951-3440 
featuring dollar bill acceptors, dollar bill changers, 
dollar bill and coin changers. 


BALLY PINBALL 
DIVISION ..... 706, 708, 710, 712, 805, 807, 809, 811 
90 O’Leary Drive 
Bensenville, IL 60106 
800/323-3555 
exhibiting of coin-operated amusement equip- 
ment—both video and pinball. 


R.H. BELAM COMPANY, INC.................. 341 
1 Delaware Drive 
Lake Success, NY 11042 
516/488-5600 
exhibiting exclusive portable “Belita’’ manual and 
electric coin counters; also Page Alert and Theft Alert 
silent alarm/pocket pager. 


BIG STATE SUPPLY CO ioe g ei eee eae 914 
1349 East Seminary Drive 
Fort Worth, TX 76115 
800/433-2915 
featuring a complete line of replacement parts for 
video and pinball machines, billiard supplies, and 
general supplies, coin counters and chemicals. 


BUSINESS BUILDERS i154 4.idassi000ussayehacead 452 
10381 South DeAnza Boulevard, Suite 209 
Cupertino, CA 95014 
408/446-4400 

featuring promotion materials for game centers. 
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The South's 


Arcade Specialists 


e Immediate delivery 
e Best terms 
e Reliable service 


And a 50-year reputation of looking out 
for the best interests of our customers!! 


call us 


BIRMINGHAM 


Vending Company 


540 2nd Ave. North, Birmingham, Alabama 35204 


(205) 324-7526 
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EXPANDS THE WORLD OF PLAY 
On display at your nearest Universal U.S.A., Inc. 
Distributor Showroom see0 Victor sueet 
4 Santa Clara, CA 95050 
or contact us for referral. Ph: (408) 727-4591 TLX: 172247 
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BUMPER TUBE; INGs onsicedacnio te bate beweeiees 332 


Goodrich, MI 48438 
313/636-2040 


featuring Slate Mate complete pool table recovering 
kit. 


CAME SOFTWARE SYSTEM, INC. .............. 636 


5200 Newberrv Road, Suite D-6 
Gainsville, FL 32607 


. . 904/375-8580 
featuring its micro-computer software systems 


designed in Cobol for the coin-operated industry; 
route and game Statistics and fixed asset reports. 


CANADIAN COIN BOX MAGAZINE........... 454 
833 2nd Avenue East 
Owen Sound, Ontario N4K 5P4 
519/376-9680 
representing the trade periodical for the amusement 
and coin operated game industries across Canada. 


CENTURI, INC. ........ 521, 523, 525, 527, 529, 531 
245 West 7th Place 
Hialeah, FL 33014 
305/558-5200 
featuring coin operated video games: upright, Elite 
model, cocktail table, “2001” phonograph. 


CINEMATRONICS, INC. ......... 816, 818, 915, 917 
1841 Friendship Drive 
EI Cajon, CA 92020 
714/562-7000 
featuring its complete line of coin operated video 
games. 


COIN ACCEPTORS, ING. sic502e6siesakes 535, 537 

4946 Daggett Avenue 

St. Louis, MO 63110 

314/664-5550 

exhibiting its coin handling equipment featuring coin 
doors, front plates, acceptors, coin changers, timers, 
lighted push button switches, and shower control 
devices. 


COIN CONTROLS, INC. ................. 737, 835 

1701 Carmen Drive 

Elk Grove, IL 60007 

312/228-1810 

showing its line of coin handling equipment, coin 
acceptors, coin doors, front plate assemblies, hopper 
and solenoid payout mechanisms; also featured will 
be its new electronic coin acceptor and token 
acceptors. 


COINEX VIDEO GAMES, INC.................. 246 
2563 Drew Road 
Missassauga, Ontario, Canada L4T 1G1 
416/677-7228 
displaying games manufactured in Canada. 


COIN MECHANISMS, INC. ..........-22 eee 614 
817 Industrial Drive 
Elmhurst, IL 60126 
312/279-9150 
featuring its coin handling devices, coin doors, boxes, 
and faceplates. 
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Our new ASSET MANAGEMENT PROGRAM 
iS a breakthrough in Personal Computer Software. It was designed 


just for those of you in the Coin Operated industry. 


No more long, tedious hours with your head buried tn ledger books. 
Our system is FAST, FLEXIBLE AND COST EFFECTIVE. Now, you can 
have your figures at your fingertips and more time to take care of business. 


See our demonstration at EXPO ‘82 in Chicago, Booth no. 636 & 637. 
And take advantage of our special introductory 10% discount on all orders 


prior to and during Expo ‘82. 


COMPUTER ACCOUNTING MADE EASY 


UM, 


SOFTWARE SYSTEMS, INC. 
CAME SOFTWARE SYSTEMS, INC. 


5200 W. NEWBERRY RD. SUITE D-6 
GAINESVILLE, FL 32607 


PLAY METER, April 15, 1982 


50 


Our service is second to none. One of the 
largest spare parts inventories in America. 


THE MOST PROFITABLE KIDDIE RIDES—EVER 


over 


e Trains, Bumper Cars 


ONE OF THE LARGEST SELECTIONS AVAILABLE 


¢ Cartoon, Ballon and Egg Machines 


e Carousels, Boats, Animals, etc. 


70 


items 


THOMAS LEON'S KIDDIE RIDES 


309/788-0135 


 524-2nd St. Rock Island, Ill 61201 


COMPU GAME. ................. cee eens 922, 924 
9000 Sunset Boulevard 
Los Angeles, CA 90069 
213/278-7090 
featuring its electro and video machines. 


COMPUTESA=PULSE iso 0-aced asus ee ydedecdeansa 450 
Box 80004 
Albuquerque, NM 87108 
505/268-5656 
exhibiting coin operated heart rate vending 
machines. 


COMPUTER INSTRUMENTS CORPORATION. . .345 
100 Madison Avenue 
Hempstead, NY 11550 
516/483-8200 
featuring its products in the health and exercise 
market with Model 7719CCO Physical Fitness 
Computer. 


CORECO RESEARCH CORPORATION ......... 330 
370 Seventh Avenue, Suite 301 
New York, NY 10001 
212/279-3366 
featuring its Com-Talk two-way FM automatic wire- 
less intercom set and its Therapeutic Vibrator. 


CREATIVE ENVIRONMENT BOOTH............ 440 
605 South Sherman Street, Suite 505A 
Richardson, TX 75080 
214/699-9445 
featuring its soundproof telephone booth with 

vending capability of 14 different sound effects. 


DATA EAST, INGs is srcsus cod Gaines 812, 814, 911, 913 
470 Gianni Street 
Santa Clara, CA 95050 
408/727-4490 
exhibiting its line of coin operated video games. 


ES RON Aci den ee ah Ald oie eldaaeaces 153, 155 
869 Fairway Drive 
Bensenville, IL 60106 
312/595-6770 
featuring its Astrological Forecasters, the Bio-Card, 
and the Big Top Bulk. 


DIGITAL CONTROLS, INC. ................... 251 
3593 Clearview Parkway 
Atlanta, GA 30340 
404/451-5410 
featuring its “Little Casino,” counter top game 
offering multiple games in the machine. 


DIGITAL INNOVATORS ................. 213, 215 
1658 Mentor Avenue 
Painesville, OH 44077 
216/352-0922 
featuring its complete computer system for 
operators; supply parts utilized in video games will 
also be featured. 
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STRETCH YOUR DOLLARS 
AT ROYAL DISTRIBUTING 
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LOWEST CASH PRICES IN THEINDUSTRY 
Call: 


Joe Westerhaus Jr., Pres. 
Jack Schleicher, Sales Mar. 
Claudia Wilson, Asst. Sales Mar. 
Fran Lutterbie, Sales 
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DISTRIBUTING CORP. 


1210 Glendale-Milford Rd. Cincinnati, Ohio 45215 


913/771-4250 


CALL TOLL-FREE 


Outside Ohio 800/543-4250 
In Ohio 800/582-2699 


WISPLAYS, ING. 255 094 sae oh handed Rees waeen een 211 
RD 4, Box 6AAA 
Lewiston, PA 17044 
717/242-2541 
exhibiting standard and customized displays 
including those for the pinball industry. 


D & R INDUSTRIES.................. 0000000. 358 
7111 North Capitol 
Lincolnwood, IL 60645 
312/677-3200 
featuring coin-machine parts, billiard cues and 
emia O.E.M. component parts for billiard 
tables. 


DYNAMO CORPORATION .............. 422, 424 
8105 South Great Southwest Parkway 
Grand Prairie, TX 75051 
800/527-6054 
featuring its coin-operated pool tables and soccer 
tables. 


EASTERN MICRO 
ELECTRONICS, INC.............. 312, 314, 316, 318 
12D World’s Fair Drive 
Somerset, NJ 08873 
201/469-9690 
featuring its video games machines and parts supply. 


ELCON INDUSTRIES..................... 925, 927 
2715 Nakota Road 
Royal Oak, MI 48073 
313/549-1140 
featuring its complete line of electronic video games. 


gee, ELECTRO SPORT, INC. .......... 822, 824, 921, 923 
ba dl with 3170 Airway Avenue 
ARES ("| o00@ Costa Mesa, CA 92626 
Say 714/979-1550 
rarest ay 7 featuring its complete line of coin-operated video 


amusement games. 
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ELECTRONIC AMUSEMENT SERVICE .......... 237 
8134 Capwell Drive 
Oakland, CA 94621 
415/282-9900 
featuring the EAS tester and some of the equipment 
used by EAS in the repair of logic boards and 
monitors. 


EMPIRE MANUFACTURING CO.......... 335, 337 
1221 Utica Avenue 
Brooklyn, NY 11203 
212/451-0117 
featuring its complete line of video games. 


EAIDY) INGS. 222.45.46-0sw ane vate ees 605, 607, 609, 611 
390 Java Drive 
Sunnyvale, CA 94086 
408/734-9410 
featuring its complete line of new video games. 


FANTASY GAMES, INC.................... 241-245 
2144 Sheraton Drive 
Santa Clara, CA 95050 
408/247-2568 


EXPANDS THE WORLD OF PLAY 
On display at your nearest pile beinar oo Inc. 
ictor Street 
Distributor Showroom, Shee Ea oEtes 
or contact us for referral. Ph: (408) 727-4591 TLX: 172247 
featuring coin-operated video games. 
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Quality is our stock at Dynamo. 
Big D pool and Lil’ Hustler are only the beginning. 
We're introducing a new soccer-style table 
and more exciting video games. 


Dynamo...the standard others are compared fo. 


Visit our exhibit (Booths 422 & 424) 
at the AOE and see for yourself. 


1805 S. Great Southwest Pkwy. Grand Prairie, Texas 75051 


Tel. 800-527-6054 / 214-641-4286 Telex: 732432 
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FASTBALL, ING sais anc jcewtesaecawew as 105, 107, 109 
Box 184 
Boone, IA 50036 
515/432-8655 
featuring its coin-operated radar fast pitch game that 
measures speed and electronically registers accuracy. 


FIDELITY TRADING, INC. ...................8.. 137 
35 Eileen Way 
Edison, NJ 08837 
201/549-5721 
featuring its switching power supply for video games 
and its isolation transformer. 


JOHN FLUKE MANUFACTURING 
COMPANY, ING Secs esse ee eben dbase dureeiaras 138 
P.O. Box C9090 
Everett, WA 98206 
206/342-6300 
featuring testing and servicing instruments for micro- 
processor based amusement devices and games. 


FORT LOCK CORPORATION ................. 226 
3000 North River Road 
River Grove, IL 60171 
312/456-1100 
featuring its Pop-Out “T” Handle, cam locks, gematic 
instant key change locks, padlocks, and switch locks. 


“.F. FRANTZ MANUFACTURING.......... 929,931 
DIVISION OF JOHNSTON 
PRODUCTS COMPANY 
627 15th Avenue 
East Moline, IL 61244 
309/755-5021 
featuring its mechanical game machines. 


RANDY FROMM’S ARCADE 
SCHOOLS ING 6 cic eucuetaeae de outed dened ace 408 

6123 El Cajon Boulevard 

San Diego, CA 92115 
714/286-0172 

offering information on its nationwide, six day 
technical training program that teaches the easiest 
and fastest ways to repair video games. 


GAME-A-TRON CORPORATION ......... 610, 612 
931 West Main Street 
New Britain, CT 06051 
203/225-2760 
featuring its complete line of video amusement games. 


THE GAME EXCHANGE, INC. ................. 832 
313 Neilston Street 
Columbus, OH 43215 
614/221-3416 
featuring used video equipment. 


GAMELECNIRS 3.0 same ow Jae dead 916, 918, 920 
DIVISION OF CASINO 
TECHNOLOGY CORPORATION 
10501 Delta Parkway 
Schiller Park, IL 60176 
312/671-6700 
featuring its video games. 


GAME WORLD GROUP ...................... 836 
9 Castle Park, Queens Drive 
Nottingham NG2 1JS, England 

702/735-5039 


featuring its kiddie vending machine. 
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TOKENS e TOKENS e TOKENS 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, os ", 
TURNSTILES & VENDING MACHINES CaCola 


CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


N BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 
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Assure money winner because tf 
Fly th the oncatiar bomber dosing the 
“take-off” hazards, - repeatable. Players will line up to 


te match their skill. 
Avoid the anti- i-aircratt tire trom ship | eS 


and shore batteries. y Distributed By: 
Dodge and fight the aa defenders. 
avoid the barrage balloons. 


Approach the dams at the right sneod 
and ele ) be0 the pownelag ack 


> 


Destroy the edams and escape t e the flak. 
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exciting and, very important, non- 


EXPANDS THE WORLD OF PLAY 


On display at your nearest 
Distributor Showroom, 
or contact us for referral. 


Universal U.S.A., Inc. 

3250 Victor Street 

Santa Clara, CA 95050 

Ph: (408) 727-4591 TLX: 172247 


Book in the 


Business to 
Help Keep You 
in Business 


You're not alone if you think you have 
loads of questions about how to success- 
fully operate aroute.| had plenty whenl started. = ~—"=— 

| now operate a successful route and | want to show how you can 
benefit from my experience. With my book, Amusement Machines 
Your Route to Success, you'll learn, step-by-step the requirements 
and practices of building a successful route. 

You'll learn things like simple accounting procedures, rotation 
plans, financing, basic machine maintenance, and much, much more. 
I've learned some of these the hard way so you won't have to. 

| won't kid you either, you'll have to work. But you’ll be in a position 
to make your route successful, sooner! Take the time to learn the 
right things first with my book. 

For much less than the cost of a sales call, you can get a copy of 
the best book in the business to help keep you in the business. 


Bf Share your knowledge with me. Send me a copy of Amusement F] 
§ Machines: Your Route to Success. |'ve enclosed $19.95 plus $2.50 Fy 
postage & handling. For fastest delivery, order C.O.D. or enclose 


s money order. $ 
Name: g 
Address: i 
City: 2 
State: Zip: ] 

[|] Visa || MasterCard 1] Check Dept.-No. 4A + 

B Number: Exp. Date: i 


| Send to: Publishers’ Press Co., 1935 S.E. 59th, Portland, Oregon 97215 
SO Oe ee ee ee Se ee ee ee eee ee es 
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exes we by Bea ae bea eae ede S 436, 535 
5945 North Rogers Avenue 
Chicago, IL 60646 
312/286-6722 
featuring its various models of video amusement 
machines. 


GOLD ARCADE CLUB.....................005 455 
321 South Nevada 
Colorado Springs, CO 80903 
303/473-4717 

will have information on its club management. On 
display will be a $18,000 replica of a 1923 Ford Model T 
which is first prize in its International Amateur Bluc 
Championship. 


GOLD MEDAL PRODUCTS COMPANY ........ 453 
1825 Freeman Avenue 
Cincinnati, OH 45214 
513/381-1313 
exhibiting its impulse snack bars featuring popcorn 
machine, snow-kone machines, cotton-candy 
machines, and hot dog machines. 


D. GOTTLIEB & 
COMPANY .... 600, 601, 602, 700, 701, 702, 800, 801 
165 West Lake Street 
Northlake IL 60164 
312/562-7400 
featuring its newest pinball and other amusement 
games. 


GREEN DUCK CORPORATION ................ 726 
255 South Elm Street 
Hernando, MS 38632 
601/368-9033 
featuring its tokens, coins, medals, lithographed 
buttons, tabs, badges, and emblematic jewelry. 


HAMILTON SCALE CORPORATION ........... 114 
3350 Secor Road 
Toledo, OH 43606 
419/535-7667 
featuring its currency changers to dispense tokens or 
coins. 


INTERCARD TECHNOLOGY, INC. ............. 123 
139 Maple, Suite A 
Corona, CA 91720 
714/371-7500 
featuring its magnetic coded card system used to 
replace coins and tokens. 


INTERLOGIC, INC. 2... 2. eee eee 133, 135 
9806 West Farragut 
Rosemont, I] 60018 
312/671-0305 
featuring its newest video equipment from overseas, 
including reconditioned equipment. 


INTERNATIONAL TOTALIZING 
SPLEEN 25.50464¢-0d4¢aS4 444 osdeweendeane 119, 121 
1244 Chestnut Street 
P.O. Box 86 
Newton Upper Falls, MA 02164 
617/332-4400 
featuring its electronic route collection system. 
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In the 8) Booth (“436 ~ 


A.0.£, MARGH 26th,27th.& 28th HYATT REGENCY HOTEL: CHICAGO IL, 


THIEF" is manufactured by GDI Inc. under license from Pacific Novelty: Marina del Rey, Califor 


Chicago, Illinois 60646 Distributed by: 
Telephone [312] 286-6722 


Telex 20-6088 


©GDI Inc. All Rights 


An XCOR international Co: 
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5945 N. Rogers Avenue eee cae 


Answer Back GDI SLOTS CGO oa = nis =a; 


New. Innovative. Filled 
with Imagination (and 
Profit). 


Destron offers you the new 
“Backbone” machines for 
your routes. 


Call us to see how our spe- 
clalized graphics make our 
machines the most versatile 
in the industry. 


DESTRON 


Products of Destron, Inc. 
869 Fairway Drive 
Bensenville, Illinois 60106 ; 

Phone (312) 595-6770 _ Nasdaq Symbol: PLAY 


JA GROUP, INC. d/b/a 
ADVANCE SYSTEM GAME ............... 735, 736 
1960 West Keating #665 
Mesa, AZ 85202 
602/897-9028 
featuring video game parts and video games. 


J-S SALES COMPANY, INC. ...........--- 000 425 
24 South Third Avenue 
Mt. Vernon, NY 10550 
212/324-3830 
featuring billard supplies, parts and supplies for coin- 
operated amusement machines. 


K.C. COIN SPORTS 
DISTRIBUTOR, INCis4 404454052005 a dibaes 127, 129 
8834 East 350 Highway 
Raytown, MO 64133 
816/737-0110 
planning specialists, featuring publications on the 
video game industry. 


KERSTEN INDUSTRIES, INC........... 139, 141, 151 
1714 East Curry Road 
Tempe, AZ 85281 
602/968-0935 
featuring its video games including uprights, cocktail 
models, and big-screen. 


KIDDIE RIDES-U.S.A. ... 728, 730, 732, 827, 829, 831 
604 Main Street 
Davenport, IA 52803 
319/326-6467 
exhibiting its full line of coin-operated kiddie rides. 


KONAMI INDUSTRIES 
COMPANY LI Duiicchwescceties een 426, 428, 430, 432 
11-1, 2 Chome, Sakaemachi Shonai 
Toyonaka City, Osaka, Japan 
06-334-0332 
featuring its upright and cocktail table type amuse- 
ment video machines. 


M. KRAMER MANUFACTURING 
COMPANY, ANG.S, pes dans eieseass 148, 150, 152, 154 
1113 Tiller Avenue 
Beachwood, NJ 08722 
800/631-2126 
featuring its video amusement card games. 


WOR Z-WASCH 6 o55.b 65 eee brews asta ndin gare nes 711 
ELECTRONICS DIVISION 
2271 Arbor Boulevard 
Dayton, OH 45439 
513/299-0990 
featuring its digital test equipment. 


The Race for Space! 
The latest is PLANET PATROL. 


Your Patrol Craft escaping 
from little purple aliens 
creates EXCITEMENT- 
TENSION-SUSPENSE. 


Visit our booth No. 729 at the 
AOE for the unveiling of two 
new hot video amusement 
games: 
FOFCe.. = 
“Blockade Runner” 


CALL: Irv Jeffries 


Ask About Our Conversion Policy! 


45 Spring St., Newington, CT 06111 @ Telephone: (202) 233-5581 
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THOMAS LEON’S 
KIDDIE RIDES AMERICA......... 322, 324, 421, 423 
524-2nd Street 
Rock Island, IL 61201 
309/788-0138 
featuring its coin operated kiddie rides. 


available 
"THO dels 


LIB & ASSOCIATES oo scsiice ou ba vinewS &ohaieS hows 228 
907 Hollywood Way 
Burbank, CA 91505 


ics 714/557-3663 
and positions demonstrating the Sanyo DA 2500 Oscillator Set and 
the Triflex Physical Modulator. 
the famoust 


TOMMY LIFT GATE 
MANUFACTURING COMPANY ............... 111 
P.O. Box 8, Bus Brown Drive 
Woodbine, IA 51579 
712/647-2050 
featuring its stand with pickup lift gate for loading and 
unloading coin machines. 


stc~ > 

@ : ) ) ives 
€3 \ 

special for production @ 

* easy to assemble 


* the same model can 
be used for all positions 


spatter e LOEWEN-AMERICA, INC......... 348, 350, 352, 447 
pd ia AU ole 449, 451 


part, which can be 
bought separately 


9213 Park Lane 
Franklin Park, IL 60131 


part no 29 - 0192-1 2-way 
29 -0194-1 4-way 
29 - 0198-1 8-way 
part no 
29-0192 2-way 
29-0194 4-way 
29-0198 8-way 


suzo “#7 TRADING COMPANY BV 
~ Suz 4 pieter de hoochstraat 40 

= ».- 3024 CS rotterdam - holland 
010-7663 99 

telex 24392 


~v 


Video Games 
66 1 O”’ Top Rated Games 


19° MONITOR 


LARGE SCREEN 
Arcade, Cabaret & Cocktail Models 


Top Quality “Formica over Plywood”: 
8 styles of cabinets & custom 
colors available 


DISTRIBUTORS WANTED 
PROMPT DELIVERY 


See us at the show in Chicago 


All Printed Circuit Boards Will Interchange 
* * * 90 DAY WARRANTY « x x 


For Complete Brochures Contact 


KERSTEN INDUSTRIES 


1714 East Curry Road @ Tempe, Arizona 85281 
(602) 968-0935 


312/451-1909 
featuring its coin-op phonographs. 


MARANTZ PIANO COMPANY, INC............ 217 
P.O. Box 460, Highway 64, 70 East 
Morganton, NC 28655 
704/437-7135 
featuring its computer controlled coin-operated 

piano. 


WVIEGATIROON fs o's, & seiarnureauie dd baked oi 354, 356 
400 South Atlantic Boulevard, Suite 300 
Monterey Park, CA 91754 
213/283-1114 

exhibiting electronic video games and PC boards. 


MERIT INDUSTRIES, INC. ................ 128, 130 
630 Woodland Avenue 
Cheltenham, PA 19012 
215/379-1000 
exhibiting a line of coin-operated amusement games. 


M.H.I. MANUFACTURERS .................... 235 
DIVISION OF MOVIE HUT, INC. 
100 North Crittenden 
Marshfield, MO 65706 
417/468-6111 
exhibiting animated electronic vending machines 
and computerized pulse monitor. 


MICRO-MAGNETIC INDUSTRIES, INC. ........ 328 
4083 Transport Street 
P.O. Box 10951 
Palo Alto, CA 94303 
415/321-5520 
featuring its currency changers for $1 and $5 dis- 
pensing coin or tokens, flexible programmed; 
electronic cash accountability systems for arcade and 
game show routes, coin sorter, counter and totalizers. 
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USE SANDEN’S BIORHYTHM FOR 
YOUR HAPPIER FULFILLING FUTURE! 


dave you ever experienced a day when nothing went right, or a day when everything was going 
jour way? This is because of our biorhythm, which controls our bodies. Human beings have a 
avorable and an unfavorable life rhythm from the day they are born . The three rhythms; 
>hysical “P”, Sensitivity “S ” and Intellectual “I” are the waves that make up the biorhythm. 

The biorhythm is a field pioneered by scientists, and data show that there is a 70—80% possib- 
lity of it being right. Use it for your health, safety, accident prevention, business success, happy 
narriage, intuition; and also to find our more about yourself and to keep your self- control. 


4ow to use this machine: 
3y choosing one button, select the desired biorhythm. 


START |: 
Nill calculate the biorhythm for the next two weeks. 
‘A two week biorhythm from the day you request will be printed out with a calendar anb 


comments. ) HOW TO PLAY 


START 2: 7 | * To shoot all aliens by missile gun, then, 5 UFOs 
Will calculate your love, driving, studying and 

gamble luck. Eaens . 

(12 items, such as love, driving, and monetary * If fail to shoot UFOs, they invade Into the 

luck will be printed with an estimation graph earth. 

and comments. ) * UFOs shoot laser beams and kidnap human, but 
START 3: if you soot UFOs, bonus points bonus points be 
Will calculate your congeniality with that gained and rescue people. 


special person. 


(Erstnthe binindayS or vourand yeurSosoin * If 3 missile guns are destroyed, game will be 


person, comments and congeniality percenta- finished. 

ges wii be printed out for physical, sensitivity, 

intellectual and total congeniality. ) TV-VIDIO game parts list 
Procedures: 


|. When you want your biorhythm. 

1) Insert a coin. 

2) Input your date of birth with the keys. 

3) Input the day that you want to know about, 
using the keys. 

4) Push the start key. (For two weeks 
START 1; for a day, START 2. 

5) Cut the sheet of paper dispensed. 


2. When you want to know your 
congeniality. 

1) Insert a coin. 

2) Input your date of birth with the keys. 

3) Input your special person’s birthday with 
the keys. 

4) Push the START 3 button. 


DISTRIBUTORS WANTED 


VENDING, AMUSEMENT MACHINES, MAKING AND 
REBUILDING & EXPORT AND IMPORT. 


@MAIN OFFICE & FACTORY 


Uni Enterprise 10-12, Wakabayashi 1-chome, Sendai city. JAPAN 


UE 


PHONE: TOKYO(03)370-033!1 TELEX:852821 UEPCOLJ CABLE:SENDAI UEP JAPAN TELEFAX:(  )81I-3-370-2071 


@OVERSEAS DEPARTMENT OFFICE 


CO.,LTD. 


24-3,Yoyogi 3-chome, Shibuya-ku, Tokyo, JAPAN 
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WHAT ABOUT CHANGING THE LOOK OF THE GAME? 


CAN YOU WRITE FOR DETAILS? 


WHO IS THIS? 


MIDWAY MANUFACTURING 
COMPANY .... 706, 708, 710, 712, 805, 807, 809, 811 
10750 West Grand Avenue 
Franklin Park, IL 60131 
312/452-5200 
exhibiting new coin-operated amusement videos. 


MIDWEST KABLE 
LIGHTING & SOUND, INC. .............00005. 242 
24531 Grand River 
Detroit, MI 48219 
313/537-0430 
featuring its custom designed, special effect enter- 
tainment lighting and sound systems. 


MIRACLE RECREATION 
EQUIPMENT COMPANY...................... 136 
P.O. Box 275 
Grinnell, IA 50112 
515/236-7536 
featuring its coin-operated ride, the Carousel. 


R.G. MITCHELL 
Ey 8 See ee 248, 250, 252, 254, 347, 349, 351, 353 
Heath Road, Skegness, 
Lincolnshire, England PE25 3SU 
0754-2268 
exhibiting among 40 models of kiddie rides. 


HOW COME? 


A NEW VIDEO GAME FOR $400 


NAMCO-AMERICA, INC......... 212, 214, 216, 218 
343 Gibraltar Drive 
Sunnyvale, CA 94086 
408/745-7600 
featuring its arcade games “Shoot Away” and 
“Chocolate Kid.” 


NEVADA GAMING SCHOOL.................. 132 
3100 Sirius Avenue 
Las Vegas, NV 89102 
702/873-2345 
presenting information on its school for the repair 
and maintenance of amusement machines. 


NICHIBUTSU USA 
CORPORATION ................ 926, 928, 930, 932 
1815 West 205th Street, Unit #302 
Torrance, CA 90501 
213/320-5855 
displaying video games in upright and cocktail table 
models. 


NICOLE MANUFACTURING ............. 414, 416 
816 Green Avenue 
Altoona, PA 16601 
814/942-8467 
featuring several models of video games and PC 
boards available with a design of new convertible 
games. 


YOU CAN CONVERT ALL THOSE OLD GAMES AND SLOW GAMES TO NEW ONES. GIVE THEM NEW LIFE 


AND VITALITY! 


EAGLE HAS ITS OWN ARTIST AND SCREENING DEPT. THEY MAKE MANY COSMETIC DESIGNS. A DESIGN 


IS AVAILABLE FOR YOUR GAME. 


YES! SEND A LIST OF GAMES YOU NEED TO CONVERT. A QUOTATION WILL BE SENT TO YOU BY 


RETURN MAIL. 
GAMES ARE LICENSED. 


THE EAGLE HAS LANDED 


EAGLE CONVERSIONS 
29 EAGLE ST., BLDG. 5 
PROVIDENCE, RI 02908 


YOU DON'T BELIEVE IT? 
CALL 401-751-5438 FOR DETAILS 
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EAGLE CONVERSIONS 
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Lyn 
| 1981-82 

& NATIONAL 

: /  8-BALL 
scam” LEAGUE 

CHAMPIONSHIPS 

PIONEER CLUB AND CASINO 
RENO, NEVADA e MAY 20-23 


(he 
WvOor1d’s 
Largest 
Mnnracttirer 
OF 
Com-QOoerated 

Foo/ 
Jab/es 


OFFICIAL TABLES FOR THE 
MILLER LITE BEER 
$200,000 WORLD SERIES 
OF TAVERN POOL 
CAESARS PALACE ¢ LAS VEGAS e JUNE 2-8, 1982 


THE VALLEY COMPANY 


Su KIDDE 


P.O. Box 656, Bay City, Michigan 48707 
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REPAIR PCB’S ANYWHERE. 
With the NEW Pace Micro! 


Perform power desoldering and soldering 
anywhere. Depot. 
Service center. 
Mobile van. On-site. 
Anywhere! 
Operates on 
AC or 12 VDC. 


Write or call 
today for a FREE 
brochure. 


See us at 
the AMOA Show, 
Booth #C5. 


D . 
9 F 
iW xf, eaaicE 
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| = Micro Portable 


Systems for PCB Repair Anywhere™ 


() 1981, Pace, Inc. 


9893 Brewers Court 
mm) Laurel, Md. 20707, U.S.A. 
pt (301) 490-9860. 

yr. Telex 87446. 


O00Q0d0 


mV | 
pO ad 


Our lowest price 
solder extractor 
isrrt cheap. 


People get suspicious when they see “lowest priced.” 
Especially in a precision piece of equipment. They 
immediately think it's garbage. 

Despite the reasonable price our EX-525 gives you 
vacuum by an oiless, piston pump, not diaphram. It 
easily removes components from double sided and 
multi-layer PC boards. The EX-525 comes with a great 
technical manual and 2 year warranty. 

The EX-525 is inexpensive, but it isn’t cheap. 

@@f AUTOMATED 
<@ PRODUCTION : 
“A EQUIPMENT 


130 N.E. 32nd St., Ft. Lauderdale, FL 33311 
In Fla., 1-800-432-4839 outside Fla., 1-800-327-4133: 


Available from 


NINTENDO OF 
AMERICA, INC......... 714, 716, 718, 813, 815, 817 
18340 Southcenter Parkway 
Seattle, WA 98188 
206/575-8191 
displaying its full line of coin operated video games. 


OMEGA PRODUCTS .................... 247, 249 
6241-A Yarrow Drive 
Carlsbad, CA 92008 
714/438-7714 
featuring its two double-up poker video games, 
lottery video games, and other models. 


OMNI BRAND—GLAK ASSOCIATES ...... 116, 118 
Building 5, 25 Eagle Street 
Providence RI 02908 
401/274-0540 
featuring video games. 


P.A.E./BUGTRAP INSTRUMENTATION ......... 112 
1173 Tasman Drive 
Sunnyvale, CA 94086 
408/734-4050 
exhibiting test equipment, including the bugtrap 
logic comparator. 


PACE ING Fett gh pede nth ddd dene He sowlnee ck 124 
9893 Brewers Court 
Laurel, MD 20707 
301/490-9860 


featuring its systems for the repair of printed circuit 
boards. 


PACIFIC NOVELTY 
MANUFACTURING, INC............. 113,715, 117 
4094 Glencoe Avenue 
Marina Del Rey, CA 90291 
213/822-0399 
featuring its coin-operated Computer Portraits and 
video games. 


PENN-RAY INTERNATIONAL CORPORATION. . 224 
1705 Winchester Road 
Bensalem, PA 19020 
215/638-4720 
featuring its coin machine parts, supplies, and billiard 
supplies. 


PHELPS TIME RECORDING 
LOCK CORPORATION ....................... 438 
53 Park Place 
New York, NY 10007 
212/732-3791 
featuring time recording door lock system for stores, 
8as stations, industrial plants, etc. 


PLAY METER MAGAZINE ............ 500, 501, 502 


P.O. Box 24170 
New Orleans, LA 70184 


504/838-8025 
Play Meter, the industry’s trade publication twice- 
monthly, will be distributed. 
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WANTEI 


LOCATIONS OF 


CRAZY KONG 


VIDEO GAMES 


Federal District Courts in Los Angeles, 
California and Orlando, Florida have en- 
tered preliminary injunctions against 
manufacturers and assemblers of 
CRAZY KONG video games for infringing 
Nintendo’s rights in the DONKEY KONG 
video game. These defendants claimed 
to have authority from Falcon Company 
of Japan through a “license” with Nin- 
tendo to copy the DONKEY KONG game 


or printed circuit boards and to manufac- 
ture and distribute such games as 
CRAZY KONG in the United States and 
Canada. No such authority exists and the 
defendants’ claim was rejected. A lawsuit 
for damages and attorneys’ fees remains. 
Follow-up lawsuits against distributors 
and operators in possession of CRAZY 
KONGS are pending. 


DISTRIBUTORS AND OPERATORS- 


Deal only with legitimate DONKEY KONG games. Be alert to non-genuine audio-visual 
games. Infringing games and their components may be confiscated and destroyed 
when traced into the hands of even innocent buyers. 


Nintendo 


Nintendo of America Inc. 
18340 Southcenter Parkway, Seattle, Washington 98188. 
Tel. (206) 575-8191 
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PROMOTIONAL CONCEPTS, INC. ....... 429, 431 
1900 Emery Street 
One Park Place, Suite 204 
Atlanta, GA 30318 
404/351-6767 


featuring its robot war games and promotional 
robots. 


PUBLISHERS PRESS: <«4.0sc0e¥euasaesdueee eats 142 
1935 Southeast 59th Avenue 
Portland, OR 97215 
503/232-9293 
featuring its amusement operators manual. 
PURVEYOR DISTRIBUTING .............. 236, 238 


4324 Northwestern 
Chicago, IL 60618 
312/588-1814 
featuring its line of pool tables and video games. 


ROCK-OLA MANUFACTURING 
CORPORATION ....... 221 ,.:223;-229; 2215 229,23 
800 North Kedzie Avenue 
Chicago, IL 60651 
312/638-7600 
featuring its coin-operated phonographs and video 
games. 


ROWE INTERNATIONAL, INC. ........... 725, 727 
75 Troy Hills Road 
Whippany, NJ 07981 
201/887-0400 
featuring its cigarette machine, currency changers, 
and new model phonographs. 


SAMPO CORORATION OF AMERICA ......... 232 
1050 Arthur Avenue 
Elk Grove Village, IL 60007 
312/364-6900 
exhibiting its 19” color game monitor chassis. 


SCAN COIN) ING seis dinesdwite tease einen 412 
201 Elden Street 
Herndon, VA 22070 
800/336-3311 
featuring its coin counting and sorting machines and 
accessories, both portable and stationary. 


SEGA/GREMLIN ....... 522, 524, 526, 528, 530, 532 
621, 623, 625, 627, 629, 631 
8401 Aero Drive 
San Diego, CA 92123 
714/277-8700 
exhibiting computer video games including Convert- 
A-Game. 


SHANCO INTERNATIONAL LTD. .............. 830 
4641 Roswell Road 
Atlanta, GA 30328 
404/255-5370 
featuring its video amusement games. 


SPECTRA CORPORATION ............... 400, 401 
134 South Stratford Road 
Winston-Salem, NC 27104 

919/725-9501 
featuring its XPRES Processor which makes an instant 


heat transfer from almost any artwork, photographs, 
etc. 


AMUSEMENT 
PARK 
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TOKENS e TOKENS e TOKENS 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 
TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 


All Rights Reserved 


~ 
XS 


Copynght 
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COCKTAIL 
HT 22% in. (580mm) 
WTH 33% in. (860mm) 
DPH 22 in. (560mm) 
NET WT 129.8 Ibs. (59kgs) 


in hot pursuit of you this very moment.” 


Mario tries desperately 
to climb the mighty for- 
tress of steel, to save 
the lovely lady from 
= the evil Mr. Kong. Little 
Mario must dodge all 
manner of obstacles— 
fireballs, plummeting 
m Ocams and a barrage of 
m@ exploding barrels fired 
at him by Donkey Kong. 


spe RRP a ae 
way ~ 


anything but the original Donkey Kong. 


CABARET 
HT 55 in. 
(1400mm) 
WTH 20% in. 
(520mm) 
DPH 23% in. 
(600mm) 


NET WT 123.2 los. iam 


(56kgs) 


— | 


UP-RIGHT 
HT 67 in. 
(1700mm) 
WTH 23% in. 
(600mm) 
DPH 33% in. 
(850mm) 
NET WT 220 Ibs. 
(100kgs) 


as 
Donkey Kong ©1981 Nintendo of America Inc. 


Nintendo 


2 Nintendo of America Inc. 
18340 Southcenter Parkway, Seattle, Washington 98188 
Tel. (206) 575-8191 


you 


EVERYONE'S GOING APE OVER DONKEY KONG! 


“HELP! HELP!” cries the beautiful maiden as she is dragged up a 
labyrinth of structural beams by the ominous Donkey Kong. 
“SNORT. SNORT.” Foreboding music warns of the eventual doom 
that awaits the poor girl, lest she somehow be miraculously res- 
cued. “But, wait! Fear not, fair maiden. Little Mario, the carpenter, is 


Throwing fate to the wind, risking life and limo, or worse, little 


HIGH SCORE 
OLS ABO 322900 


iSEREER: 


saat 
S| 
| 
vet 
ot 
4 
c 
“i 
loan] 


Amidst the beautiful girl’s constant pleas for help, your challenge is 
to maneuver little Mario up the steel structure, while helping him to 
avoid the rapid-fire succession of hazards that come his way. 

As little Mario gallantly battles his way up the barriers, he is 
taunted and teased by Donkey Kong, who brazenly struts back and 
forth, beating his chest in joyful exuberance at the prospect of 
having the beautiful girl all to himself. It is your job to get little Mario 
to the top. For it is there, and only there, that he can send the mighty 
Donkey Kong to his mortal doom. Leaving little Mario and the 
beautiful girl to live happily ever after. “SIGH. SIGH.” 

So, if you want the most exciting, most fun-filled, most talked 
about family video game on the market, don’t monkey around with 


PRINTED IN U.S.A. 


STANDARD CHANGE MAKERS, INC. ........--- 635 
422 East New York Street 
Indianapolis, IN 46202 
317/639-3423 
featuring its $1 and $5 bill changers, $1 bill and coin 
changers. 


SIAR CHALEENGER: 42.62. 4400sn eevee eesaewed 84 126 
6991 East Camelback Road 
Suite C103-#23 
Scottsdale, AZ 85251 

602/990-8204 
featuring its complete game room franchise, 
featuring turnkey operation, exchange program, and 
tournament play between centers. 


STATUS GAME CORPORATION ............... 729 
45 Spring Street 
Newington, CT 06111 
203/233-5581 
exhibiting its video amusement and gaming games. 
STERN ELECTRONICS, INC. . .321, 323, 325, 326, 327 
329, 331 
1725 Diversey Parkway 
Chicago, IL 60614 
312/935-4600 
exhibiting coin-operated amusement equipment, 
including solid state pinball, shuffle alley and solid 
state test equipment. 


TAITO AMERICA 
CORPORATION ................ 626, 628, 630, 632 
1256 Estes Avenue 
Elk Grove Village, IL 60007 
312/981-1000 
featuring its full line of video games, upright, cocktail 
tables and Trimline versions. 


THIRD WAVE ELECTRONICS 
COMPANY, TING, 6hccece wr suae Wares cee alece sew ee 112 
4021 Northeast 5th Terrace 
Fort Lauderdale, FL 33334 
305/564-0521 
featuring its electronic coin acceptors. 
TUNI ELECTRO SERVICE, INC. ... 806, 808, 810, 905 
907, 909 
1716 West 4th Street 
Tempe, AZ 85281 
800/528-1409 
featuring its new video games and coin acceptors. 


UNIVERSAL U.S.A., INC. ......... 616, 618, 715, 717 
3250 Victor Street 
Santa Clara, CA 95050 
408/727-4591 
featuring its coin-operated video games and arcade 
devices. 


ITEC UN Cid ht Stitn ete tot nainy earea ees 405, 407 
P.O. Box 12530 
2770 Highland Avenue 
Cincinnati, OH 45212 
513/531-2800 
exhibiting coin operated kiddie rides. 
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EXPANDS THE WORLD OF PLAY 
On display at your nearest Universal U.S.A., Inc. 
Di ib Sh 3250 Victor Street 
stributor owroom, Santa Clara, CA 95050 
or contact us for referral. Ph: (408) 727-4591 TLX: 172247 


Atari 
Bally 
Centuri 
Cinematronics 
Data East 
Dynamo 
Exidy 
Game Plan 
Gottlieb 
Gremlin 
Midway 
Rock-Ola 
stern 
Taito 
Universal 
US. Billiards 
Valley 
Williams 


The best names 
in the business. 
serving the Southeast Since 1928 


BIRANCO 


DISTRIBUTING COMPANY, INC. 


P.O. Box9270 Montgomery, AL 361040) 205 / 834-3455 


UNITED BILLIARDS, INC. ..................... 731 
51 Progress Street 
Union, NJ 07083 
201/686-7030 
featuring its coin operated pool table and “Bimbo” 
the dancing clown. 


U.S. BILLIARDS, INC............. 722, 724, 821, 823 
243 Dixon Avenue 
Amityville, NY 11701 
516/842-4242 
featuring its video games, pool tables, air cushion 
games, and arcade games. 


VALIDATA COMPUTER & 
RESEARCH CORPORATION .................. 912 
428 South Perry Street 
Montgomery, AL 36104 
205/834-2324 
featuring its computer systems for the vending, 
amusement, and cigarette industry. 


THE VALLEY COMPANY ................. 908, 910 
333 Morton Street 
Bay City, MI 84706 
517/892-4536 
featuring its pool tables, Bumper Pool tables, onc- 
piece and fancy two-piece cues. 


CATERING 


TO THE AMUSEMENT INDUSTRY 


Make Penn-Ray your #1 supplier of 

Electronic Parts, Test Equipment, Coin 

Machine Parts, Billiard Supplies and 

Accessories. 

Penn-Ray-We serve you with Quality, 
Reliability and Dependability. 


-See us in Booth 224 at the AOE in Chicago. 


VAN BROOK OF LEXINGTON, INC. ........... 222 

P.O. Box 5044 

Lexington, KY 40555 

606/231-7100 
featuring its arcade and game room tokens, new pro- 
motion book, and latest developments in token 
acceptors and mechanisms, new accessory items for 
the trade will also be featured. 


VENTURE LINE, INC. ............ 411, 413, 415, 417 
2207 South 48th Street, Suite H 
Phoenix, AZ 85282 
602/966-4695 
featuring its video games and video game kits. 


VIDEO BABIES ING icaadsclsseecteeeee ies ews 826 
P.O. Box 9503 
Washington, DC 20016 
202/363-0979 
featuring its licensed video game T-shirts, jerseys, ties, 
caps, bumper stickers, etc. 


VIDEO INNOVATIONS, INC................... 230 
70 Pocahontas Street 
Walpole, MA 02081 
617/543-3385 
featuring its video game monitor testers for X-Y, and 
color X-Y monitors. Self contained logic board test 
fixtures complete with monitors will also be featured. 


of [aes te, 


ome 


-Look for our new 1982 Electronics Catalog coming soon! 


@x penn-ray international corporation 
1705 Winchester Road e P.O. Box 390 
Bice PA 19020 


Ph 


TOLL FREE IN PA TWX# 
510-667-1537 


1-800-523-8934 1-215-638-4720 


At Penn-Ray where fine quality 
at a low price is traditional, 
this buy is 


ALMOST UNBELIEVABLE! 
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2532 EPROMS 
STK.# 17-91515 


ONLY $ 7.90 each 
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3 RING CIRCUS 


“BIMBO” 


The Proven Money Maker 


FEATURING 


A High-Quality 8-Track Tape a Ih agen 

6 Different Tunes for Extra Play ae 
Tamperproof Cashbox 

Shock-Proof Button Panel 


The original electro-mechanical game that 
complements almost any location. 


e Arcades e Variety Stores 

e Pizza Theaters e Discount Department Stores 
e Skating Rinks e Supermarkets 

e Zoos e Concession Stands 

e Bowling Alleys e Fast Food Restaurants 


@ Mall Locations e Convenience Stores 


MAKERS OF THE BEST AND MOST AFFORDABLE 
POOL TABLES ON THE MARKET TODAY’! 


See the 
complete 


UBI line 


in Booth 731 
at the 
AOE Show. 


UNITED BILLIARDS, INC. 


51 Progress St. @ Union, New Jersey 07083 


(201) 686-7030 
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WICO CORPORATION .............. 705, 707, 709 
6400 West Gross Point Road 

Niles, IL 60648 

312/647-7500 
exhibiting replacement parts for amusement and 
vending machines, security equipment, accessories, 
billiard accessories, conversion kits, coin handling 
equipment, and supplies. 


WILLIAMS ELECTRONICS, INC. .. 622, 624, 721, 723 
3401 North California Avenue 
Chicago, IL 60618 
312/267-2240 
exhibiting its latest offerings in solid state pinball and 
video. 


ROGER WILLIAMS MINT ..................... 713 
79 Walton Street 
Attleboro, MA 02703 
617/226-3310 
featuring its tokens and coins. 


WILLIS INDUSTRIES ..................... 615, 617 
1900 Dobbin Drive 
San Jose, CA 95133 
408/259-9000 
featuring its graphics designing and silkscreening. 
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WISDOM MANUFACTURING............ 441, 445 
P.O. Box 5000 
Sterling, CO 80751 
303/522-7515 
featuring its coin operated kiddie rides. 


DIG WIUZ-KIDS 34506 oebus dba extaa auth is 517, 518 
P.O. Box 1582 
Oaks Bluffs, MA 02557 
617/693-1383 
featuring licensed promotional products including 
official tournament T-shirts and hats. 


WORLD WIDE DISTRIBUTORS, INC....... 306, 308 
2730 West Fullerton 
Chicago, IL 60647 
312/384-2300 
featuring its new and reconditioned games and 
jukeboxes. 


LATER SYSTEMS: 6 ss ces tande hawks heen dae teewds 606 
202 Plano-Walnut Center 
Garland, TX 75042 
214/276-8323 
featuring its coin operated games, supplies, and 
speed-up kits. 
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HYATT REGENCY CHICAGO 


EXHIBITION LEVEL 
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Some People Call Us WICKO! 


And Some Call Us WHYCO! 
Others Call Us WEECO! 


But you can be sure they CALL us! 
Why don’t you? 


The World-Wide Source Of Quality Replacement Parts And Supplies For The 
COIN OPERATED MACHINE INDUSTRY 


Call our TOLL FREE ORDER NUMBERS FOR 


FASTER SERVICE! 
LOWER SHIPPING COSTS! 


WICO CORPORATION 
It’s The Place to Go! 


6 WICO DISTRIBUTION CENTERS — Contact the one nearest you! 


-CORPORATE HEADQUARTERS 
NEW YORK LOS ANGELES DALLAS ' ATLANTA LAS VEGAS 
3 26 Madison Road + : a : 10514 King William Dr. 6685 Jimmy Carter Bivd. 2901 S. Highland Drive 
Niles, Illinois 60648 Fairtield, NJ 07006 South Gate, Dallas, Texas 75220 Norcross, GA 30071 Bidg. 13, Space B 
Phone (312) 647-7500 Phone (201) 575-0515 Phone (213) 923-0381 Phone (214) 556-0356 Phone (404) 449-4212 Las Vegas, NV 89109 
Telex 28-9413 = . Phone (702) 737-7508 


a - JO Free Order Service ————— 
800-323-0765 800-526-2536 800-421-9731 800-527-9970 800-241-5974 Sanne 
Except IL Except NJ 800-352-4151 CA 800-442-7901 TX Except Ga 


PLAY METER, April 15, 1982 


74 


WHAT BEST ON SHOW? 


Ask the kids in Kansas City 


The coin industry pow-wow will be in full swing as exhibitors and operator 
customers get together on the AOE show floor, March 26—28. Above are some 
scenes of booth activity in AOE, ’81: (top photo) Terry Deutsch of Challenger 
Products, and (bottom photo) Phyllis Bohrer of Green Duck. 


by Ray E. Tilley 


Virtually the entire line of the latest 
developments in electronic coin- 
operated games technology will be 
on display March 26—28 in the 
Amusement Operators Expo exhibit 
halls of the Chicago Hyatt Regency 
downtown. But of all that hardware, 
software, research, development, 
and investment represented by the 
exhibitors—more than ninety per- 
cent is likely to be spinach. 

Spinach? The majority of kids 
won't touch it, at least not very often, 
not as often as they grab for pepper- 
mint candy. Now, some of the equip- 
ment shown here is pure, 100% 
peppermint. But the best engineers, 
marketing staff, veteran distributors, 
and (lo!) trade journalists cannot, we 
say cannot tell you with iron-clad 
certainty what is going to become 
spinach and what is going to be 
peppermint, the machinery that’s 
sure to produce that other kind of 
green stuff from the cash boxes. 

The machinery will have to get out 
on the streets before the ballots that 
count will come in—from those aver- 
age kids in Kansas City, New York, 
San Francisco—who know what 
they like! We can’t tell you, but they 
know the difference right away. 

So here at the AOE is a kind of 
grand guessing game, comprised of 
nearly 300 exhibit stalls. 

It is not entirely a shot in the dark, 
though, this business of forecasting 
of the hit games of the near future. 
The operator/attendee will have, on 
the one hand, a full complement of 
seminars to give him the industry’s 
best direction on the fiscal handling 
of his business and the technical 
upkeep of his equipment. And on the 
other hand, he will have in the trade 
show on the exhibit floor the widest 
assortment of currently available 
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You ain’t heard, 
played or seen 
nothin’ yet.” 


Available at all 
STERN Game 
and 
SEEBURG Phonograph 
Distributors throughout the world 


SEEBURG, a Division of STERN ELECTRONICS, INC. 
1725 Diversey Parkway, Chicago, Illinois 60614, (312) 935-4600 
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coin-op equipment that is accessible 
to him in one place at one time. 

It will be noticed that the AOE has 
grown enormously over its exhibit 
space of 75 contracted booths for 
1981 in New Orleans. In that show 
the exhibitors exuded their pleasure 
in the turnout of operating com- 
panies (whose first interest was 
shown in the packed menu of semi- 
nars), and business on the floor was 
brisk. 

In the current season of Reaganom- 
ics and a feared recession that may 
impact even the supposedly insu- 
lated coin-op entertainment indus- 


try, exhibitors have been virtually 
climbing over each other to show 
roduct in the Chicago AOE. They 
have come to the AOE at the time of 
the “second season” on the coin-op 
calendar, the arcade season and the 
period of new growth, both in equip- 
ment sales and cashbox collections 
as Americans look toward vacation 
locales, more leisure time, and a 
pocketbook of discretionary money 
for entertainment. 

Exhibitors for AOE ’82 are vying 
with their respective hottest pro- 
ducts of 1982. The buyer/attendee 
will have a wide latitude of equipment 


Call SHAFFER 
toll-free and get the 
immediate attention* 
you need! 


against which to apply his acumen in 
the coin-op trade and to project what 
will be the hits with the players-on- 
the-street. 


Spring introduction 

For more than a few of the manu- 
facturers represented in the AOE, 
the product offered here is the result 
of research lasting a year or more, 
into both the expected appeal and 
the reliability of the games. Several 
were planning surprises, the very 
first introductions of products here, 
that were not ready for announce- 
ment at this issue’s press time earlier 
in March. 

Some of these offerings equal new 
directions taken by the exhibiting 
companies. More than one debut 
here will be a factory’s first in-house 
developed video game. Several of 
these pieces, factory spokesmen 
indicate, were reprises of tried-and- 
proven modes designed to spur 
player activity in arcades. And in the 
pinball field, beefed-up equipment 
and new design techniques were said 
to be quaranteed to keep that mode 
active among the player-consumers. 
Other factories have modified their 
games that were shown at the 


“Immediate attention means now. 
That's what you want when you're 
looking for the best buy in reliable 
equipment. 


AMOA Show last fall or at the ATE in 
January for a more perfected pro- 
duct in the present Chicago spring- 
time showing, spokesmen said. 

As one factory representative said 
of the video sector, “A soft industry 
has picked up again,” and this manu- 
facturer and others exhibiting in 
AOE have their “sweetest” equip- 
ment on show for the spring buying 
season for operators. 

A tour of the Hyatt Regency floor 
will reveal, among others, the fol- 
lowing displays of amusement equip- 
ment. 


We are the distributor for the leading 
manufacturers of arcades, full line 
vending, videos, games and music. 


SHAFFER 


DISTRIBUTING CO. 


Home Office 
1100 W. 3rd Avenue 
Columbus, OH 43212 
(614) 224-6800 


Videos 

The games with the TV monitors 
are still the darlings of the industry. 
The competition is awesome, and 
the attendee can spend three full 
exhibit days just testing the product. 

Sega/Gremlin’s 12-booth exhibit 
can hardly be overlooked. Its layout 
is opulent, and the devoted space 
exceeds the manufacturer’s area at 
the fall AMOA Show. “At the AMOA 
we were broken in two parts,” com- 
mented Frank Fogleman, vice chair- 
man of Sega/Gremlin. “This is the 
first opportunity we have had for a 
display of this magnitude at any trade 
show.” 

The prima donna feature of this 
display is Gremlin’s Zaxxon, “the 
game we expect to be the best game 
of the year.” Since December its 


Cleveland Area 
7792 Capital Blvd. 
Macedonia, OH 44056 
(216) 467-4850 


CALL TOLL-FREE 
1-800-282-0194 (in Ohio) 
1-800-848-0307 
(in W.VA & KY) 


53 YEARS IN THE 
COIN MACHINE INDUSTRY: 
THAT SPEAKS FOR ITSELF. 
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tests results have “outstripped any- 


thing else in our history so far,” said 
Gremlin’s Fogleman. 
Zaxxon introduces a “3-dimen- 


sional-like” battlefield which allows 
the player to maneuver with his four- 
way joystick much like being an 
actual fighter pilot. If he conquers a 
tricky space fortress, he earns acon- 
frontation with a powerful enemy 
robot armed with homing missiles. 

In the Gremlin/Sega stand also will 
be Turbo, the computer video driv- 
ing game which was shown as a pro- 
totype at the AMOA and is now 
being delivered in large numbers, 
said Fogleman. Three-dimensional 
realism is the mark of this Gremlin 
product also. 

The new game 005 from Gremlin 
will also be on show, as will Frogger 
in cocktail models. 

Since booths in the Gremlin area 
will feature videotape displays on the 
manufacturer’s convertible game 
system. The visitor will notice the 
Gremlin/Sega archway of 16 color 
monitors repeating the game play of 
its videos in multiples of four at 12- 
foot height. 

Williams Electronics will debut its 
new video Robotron 2084 which it 
expects to be the hit game to follow 
Star Gate and Defender. Like its 
predecessors, the game features a 
variety of enemy things: the Hulks, 
Grunts, Sphereoids, Enforcers, and 
the Brains. These and more features 
bedevil the player, who is cast into 
“the future” where robots have 
wiped out most of humanity and 
people must be protected from the 
“electronic men” who want to repro- 
gram their minds. 

Well, Williams seems to hope that 
Robotron will reprogram the players 
on another complex video creation 
from North California Avenue. 

The Chicago games maker is also 
showing Hyperball, the pingame that 
has a video’s fast action and whicha 
Williams representative said is “test- 
ing out of sight.” Hyperball was pre- 
viewed at the 1981 AMOA Show. 

Around the Williams stands, too, 
will be the Star Gate video. And, 
unless we miss our guess, there will 
be the booth design feature of a 
Broadway-like chain of flashing light 
bulbs. 

Moving on down the aisles, Mid- 
way Manufacturing will be showing 
its current hits. Pac-Man, his mate 
Ms Pac-Man, space action Galaga, 
the new Bosconian, and comic- 
action Kick-man will be shown off by 
the Franklin Park team. Midway’s 
marketing chief, Stan Jarocki, said 
that one or two as yet unseen new 
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videos may be shown at the AOE in 
prototype form. 

Word wasn’t out as to whether 
Midway’s planned new Disney movie 
tie-in Tron video game would be 
shown at AOE. 

Cinematronics Inc. will be show- 
ing off three new videos, two of 
which will be hitting distributor 
showrooms this month, according to 
the El Cajon, California factory’s 
spokesmen. 

War of the Worlds, a space action 
game, will be * ‘sampled by request 
only,” and will be displayed in the 
Chicago show. 

Boxing Bugs is Cinematronics’ 
first release of its new color X-Y 
Wells-Gardner monitor feature and 
accompanying electronics. Sales 
Manager Steve Blattspeiler described 
it as a “cutesy-type theme but with 
associated macho play appeal.” The 
game features a center-screen 
octogon, inside which a two-ended 
tube shoots fireballs from one (which 
drive bombs away) and a boxing 
glove on the other (which scores 
points by slapping bugs). 


The third video, Jack’s Giant | 


Killer, released just prior to the AOE 
show, will be displayed in upright and 
table version. This game is based on 
a storybook theme, “Jack and the 
Beanstalk,” and is a raster screen 
game licensed from a Japanese origi- 
nator, said Blattspeiler. Its sequences 
complete the story of the fairy tale, 


and the microprocessor is complete | | 


with a 48K memory. 

The spokesman said Cinematron- 
ics has high hopes for Jack’s Giant 
Killer. The company is putting its 
money where its hopes are: In con- 
juction with the introduction of the 
game, the exhibitor is offering a one- 
ounce pure gold egg to anyone at the 
AOE who can complete the sequence 
to the point where the character 
kisses the girl, according to Mike 
Pugliesi of Cinematroncs. 

This exhibit, with the Well- 
Gardner monitor games, “marks the 
start of a new generation of color 
X-Y games for Cinematronics,” said 
Blattspeiler. 

Much is new at the booths of 
Exidy, Inc., where spokesperson 
Nancy Duesing said excitement is 
building around Victory, the Exidy 
video shown at the AMOA and 
which now has final developments 
completed in its software computer 
package. 

Victory’s system allows a wide 
selection of accounting for the oper- 
ator. It will log how many plays the 
game sold, how many two-player 
games, and the number of 
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As the Player begins his flight into 
Adventure-Land, his airplane is quickly 
surrounded by hot air balloons. 
WATCH OUT! These seemingly 
innocent colorful objects mean 
destruction. 
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Immediately the Players flying skills 
are tested.The hot air balloons 
challenge and engage the Player ina 
fierce doatight The ayer must loop 
his plane to avoid and destroy the 
swirling balloons. 


As the Player continues his journey 
into Adventure -Land he encounters 
the Maze Tunnel. Now the Player must 
guide and loop his airplane through 
the labyrinth with precision movements. 


looping is manufactured under license 
from Video Games GMbH 


and if you already own a Venture Line 
Change-a-Game Cabinet... 
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See Your Local Venture Line Distributor 
For Details. 
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“doomsday” button uses. Deusing 
noted the operator options in the 
software which allow fine-tuning to 
increase the game’s difficulty level 
according to location. 

The advanced space-theme game 
features paratroopers which bail out 
of a plane to unleash deadly Quarks 
that are locked-up on the ground and 
then are able to seek out the player’s 
man; so, the player must know that 
enemy to seek in order to master the 
game. 

For distributors, the Exidy pack- 
age sports a demonstration mode 
that allows the handler to “cheat” 
during free play and to show 
advanced levels of the game—which 
the players, but perhaps not the 
operator on first play, would be able 
to achieve. (As we have noted in past 
shows coverage, the operator-player 
is often unable to see the more com- 
plex points of a video game demon- 
strated in cursory play.) This “cheat”’ 
option is open to the operator also, 
to show the higher levels of play 
action during free play. 

Exidy is also showing its Mouse- 
trap, which is currently ranking in 
Play Meter’s Equipment Poll. 

Taito America will be exhibiting at 
the AOE its hit video game Qix and 
its current Alpine Ski. In addition, a 
couple of new in-house developed 
video games are in the works from 
the Chicago factory, but at this 
issue’s press deadline, it was not 
decided which would be on show. 

D. Gottlieb & Co. will send up 
battle flags to signal its second attack 
on the video market at the AOE. The 
company will show Reactor, its first 
in-house developed video game, 
which utilizes a “twice as powerful” 
memory capacity compared to 
existing videos, said a Gottlieb 
spokesman. “This allows colors, 
speed and challenge in Reactor that 
is unequaled today,” said Jack 
Hubka, at Northlake. 

Reactor was only recently proto- 
typed and has been tested in arcades 
with “a very positive reaction,” he 
added. It is symbolic, too, of a year’s 
testing effort at D. Gottlieb & Co., 
after a period in which the manufac- 
turer had not had a peppermint- 
flavored video on the domestic 
market. 

That effort embraced both 
research on “how to put a game 
together”’—from the standpoint of 
what features the operators wanted 
most—and entailed market studies 
of “focus groups” of players, to find 
what they like in the way of controls, 
angle of the screen, and other prefer- 
ences, Hubka said. 
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The resulting video game, Reactor 
is an abstract type of theme involving 
survival inside a rectangle while a 
“reactor” is growing larger in the 
center, making the survival zone 
progressively smaller while the 
player must bounce opposing “dots” 
into the box’s walls to score points. 
The player uses a track-ball control 
to do this and to avoid the growing 
reactor. 

Gottlieb also plans two new pieces, 
one electronic and one mechanical, 
for eyes only at their AOE debut. 

At Rock-Ola’s stand, the pro- 
ducer’s two new videos Jump Bug 


Und 


sand small businessmen will invest in 
their very first computer system over 
the next twelve months. 

That’s quite a hefty figure, but we’re 


Word has it that five hundred thou- 


and Fantasy will be on display. The 
full line of coin-op phonographs from 
Rock-Ola will also be shown, with the 
488-1 featured with its “Golden Sun- 
set” design which has reportedly 
made it the star of music entertain- 
ment sales, said Rock-Ola marketing 
chief Frank Baxpehler. 
Game-A-Tron’s equipment on 
show will include current video 
games Dambusters and Got-Ya. 
Ken Vezina at the New Britain, 
Connecticut factory said plans are to 
also show “a brand new, exciting 
video game at the AOE” as well. 
Nichibutsu will be showing its 
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System For 
er $10000 


effective management of your business. 

We also believe that a computer sys- 
tem should help solve headaches, not 
create them. With Validata’s extended 
hardware warranty, we provide replace- 
ment or repair of any disabled hardware 
component within 24 hours of your 
call, which is not to say that our 
Remote Diagnostics can’t solve the 
problem within minutes (on 92% of all 
occurrences). 

Show the competition you’ve got a 
good head on your shoulders and call or 
write for more information. The only 
thing you have to lose is time. 


Volidata 


Computer and Research Corporation Dept. PM 
428 South Perry Street/Montgomery, Alabama 36104 


205-834-2324 
Visit us at Booth 912 at the AOE. 


interested in just one. You. The route 
manager, the planner, the decision 
maker. The man who needs the informa- 
tion and data concerning his routes to 
keep his operation in the black. 

You say you can’t afford a computer 
system right now. Yes you can. Vali- 
data’s beginning system, the Route- 
Sail™ model 1800, is priced less than 
$10,000. And the 1800 is available with 
the same programs included in our larger 
systems. Programs such as Route 
Control, Management Reports, Payroll 
Generator, and Sales Trend Analysis, 
all. give you the information vital to the 
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video Frisky Tom, somewhat modi- 
fied for easier play by the show-goer, 
said Brian Ogihara, speaking for the 
Gardena, California manufacturer. 
New from the Japan-based firm will 
be Gomoku, previewed in cocktail 
form. This game is based on the tra- 
ditional Japanese chess-type game 
by that name, which means “five 
stones” in Japanese. 

On show by Nichibutsu also will be 
Moon Shuttle and Crazy Climber 
videos. 

Stern Electronics will be showing 
its new video Frenzy, described as 
an advanced version of Berzerk, 
Stern’s first video hit. Frenzy 
features rebounding walls and new 
play features spun off its older 
cousin. 

Stern also has Amidar for show, 
and this game’s play has been com- 
pared to Qix and Pac-Man combined 
for its abstract type play. 

Dynamo Corp., the Grand Prairie, 
Texas manufacturer of soccer tables 
and pool tables, in addition to that 
coin-op equipment will have _ its 
licensed video game L’il Hustler on 
exhibit. Dynamo is also working 
toward producing further video lines 
and may have another game on view 
at the show, said Bill Rickett, pre- 
sident. 

Compu-Game, of Los Angeles, 
will be showing its electro-mechanical 
line of games including The Driver 
for children’s play locations. Its 
licensed videos will also be on dis- 
play, said Compu-Game spokesman 
Wayne Crawford. 

GDI, Inc., having entered the 
video market last year, will display its 
Red Alert, which, although out of 
production now, is still in the distri- 
bution pipeline. Bob Breither, vice 
president/sales of the Chicago firm, 
said, Thief videos, licensed from 
Pacific Novelty, will be shown in 
cocktail table versions. He added 
that plans are to show another new 
GDI video as well. “We are diligently 
working on building our own games 
rather than licensing products,” he 
commented. 

Plans of other video-manufacturer 
exhibitors were not complete at 
press time of this issue. 


Pins 
In a market sector that only two 
years ago was being criticized for 
“lack of imagination,” pinball manu- 
facturers are currently flexing their 
muscles with innovations that could 
well keep the coin-op mode viable— 
if it is not indeed too late, and the 
animal is dying. 
Life-signs that will be displayed at 
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AOE include Bally’s introduction of a 
neo-pingame along the lines of 
Williams’ Hyperball; Gottlieb’s 
Caveman, which incorporates a 
video feature for the first time; 
Stern’s debut of a pingame with a 
molded playfield; and Williams’ 
aforementioned Hyperball and its 
hyper-action gun-’em-down firing 
mechanism. 

Stern in its Orbiter 1 has added 
another dimension to the escalating 
number of “levels” ina pingame. This 
game on exhibit features hills and 
rills on its playfield—which has a 
molded durable overlay, allowing the 
ball in action to glide over the design 
features on its way to scoring or 
draining. 

Meanwhile, Stern’s Iron Maiden 
pingame is a_ two-level creation 
which, the manufacturer boasts, 
includes “everything including the 
kitchen sink.” (Apparently, we will 
find a faucet underneath the box, or 
perhaps a bar location can tap a keg 
of beer inside the game; we shall 
see.) 

Floating over to Gottlieb’s booths, 
we will find its new conventional 
(single-level) pin, Devil’s Dare and 
the manufacturer’s new solid state 
System 80-A, an update of the elec- 
tronic works it introduced at AOE 
81, now having a seven-digit LED 
display for all players’ scores and 
other enhanced features. Self-test 
capacities and modern coin credit 
combination systems are cited as 
easier to service. 

Caveman, the pingame-video, 
sports the System 80-A, and this 
game is now in its shippable form. 
Factory spokesmen promised in 
Caveman “a wild and zany chase 
through a prehistoric maze” in the 
video portion which follows after 
challenging pinball layout features 
are conquered by the player. 

Bally meanwhile refuses to be 
counted out (while some in the 
industry are giving pinball the count 
of 10, as in boxing, not as in Bo 
Derek) and the boys from Bensen- 
ville have on display two very differ- 
ent pins. 

Rapid Fire is the Bally pin with the 
gun-type firing mechanism similarly 
seen in Hyperball. “With Rapid Fire, 
you are playing almost a Space 
Invaders (video) game,” said Bally 
Marketing Vice President Tom 
Nieman, who claims a_ superior 
“gun” mechanism in this game witha 
balls-per-minute rate that is said to 
be the fastest while also reliable in 
play. Pistol grips each have a single 
trigger and a thumb-activated “force 
field” feature to protect from laser- 


lights’ bombardment that would 
scotch the game. The player also 
gets a doomsday button on the front 
panel to halt sudden bombardment. 

Rapid Fire’s cabinet holds the’ 
scoring displays just above the play- 
field, at eye level for quick reference 
during a game. The entire electronics 
package is compatible with existing 
Ballys. 

Next on the Bally stand is “another 
member of the family’—Mr. and 
Mrs. Pac-Man (just when you 
thought :another spin-off from the 
Gobblers wasn’t possible?)—and its 
light grid in mid-field permitting play 
in the “Pac-Man maze.” When pin- 
game objectives are achieved, the 
player gets entry to this maze and 
the flipper buttons control an 
arrow’s direction in the grid to 
attempt filling the maze (a la Make 
Trax, or the reverse of Pac-Man. 

Wrapping up Mr. and Mrs. Pac- 
Man is a futuristic cabinet graphics 
and the eye-level scoring digitals. 

(When we asked when we could 
expect “Son of Pac-Man,” Nieman 
quipped, “That’s in July...”) 


The Show for the Eighties 

Amusement Operators Expo, 
industry insiders are acknowledging, 
has become “the place to be” after a 
track record of only two years. Its 
seminar program, the full contingent 
of exhibitors for AOE ’82, and its 
open-ended discussion forum, con- 
tinue to make industry news. 

Play Meter, as co-sponsor of the 
show, had attempted to delineate the 
AOE as an amusement games only 
trade gathering. As a policy of this 
magazine, a divorcement of pseduo- 
gambling type videos and other 
devices was started in order to 
underscore the nationwide problen: 
of officials who attempt to ban all 
amusement games when a problem 
of locally operated card-type games 
has been discovered. 

However, that attempt was 
blocked for this March show after 
threats of lawsuit, concerning can- 
cellation of existing contracts, led the 
show’s organizers to reinstate the 
exhibitors of games such as draw 
poker videos. Thus, the attendee will 
see, on the Hyatt Regency floor, 
gaming-type equipment which the 
sponsors have vowed to exclude for 
AOE 1983. 

Other than the amusement manu- 
facturers detailed above, a wide 
range of support, supply, and service 
firms are displaying in AOE ’82. A 
complete listing of the more than 180 
exhibitors appears elsewhere in this 
issue. e 
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Q-BITS® ..... the remarkable new keyed 
token system from Roger Williams Mint. It stops 
slugs, coins and unauthorized tokens. In fact, 
nothing will pass through it except a specially 
keyed Q-BIT token. There are a wide variety of 
key combinations available, and every buyer gets 
exclusive rights to one of them (within a 150-mile 
radius). 

Conversion to Q-BITS is simple and 
inexpensive, whether you now use conventional 
tokens or not. Stock Q-BITS can be deliveredin ate ae 
just two weeks. Personalized custom Q-BITSin |" 
ten weeks. For prices and information, calltol @& | 
free: (800) 225-2734. In Massachusetts, call 


(617) 226-3310. Or write: 


Roger Williams Mint" 


Department K-1 Northwest Industrial Park, 
79 Walton Street, Attleboro, MA 02703 
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Architecture is striking in the Windy City: 


(above) the Water Tower constructed in 1869 
survived the Great Fire in 1871, and a modern 
complex now surrounds the present Visitor 
Information Center; (below) ‘under the clock’ 
is a famed meeting point and reference 
landmark on State Street 


An off-hours guide 


for AOE show-goers 


Having fun 
and culture 
in Chicago 


All photos courtesy, 
Chicago Convention and Tourism Bureau 


Chicago goes all the way to meet 
its visitors’ needs. No matter what 
your interest, you'll find an abun- 
dance to keep you happy here. Fine 
hotels. superb restaurants, excellent 
tourning, sports, fascinating 
museums, zoos (including some 
especially for children), every kind of 
shopping, top name entertainment, 
fine transportation...Chicago boasts 
them all, and more. 

The traveler here reaps benefits 
from accommodations set up for the 
vast number of business and 
convention travelers who flock here 
annually. Chicago accommodates a 
lot of people, and probably has more 
fine hotel and motel rooms than any 
other city in the world. These range 
from elegant establishments which 
lure the jet set and top business 
executives—to the family hotels and 
motels with a low price tag. And 
there is a whole range of 
accommodations in between. 

Chicago is the home of the “most, 
biggest, and best” in several areas. 
For example: this is the world’s 
busiest air, rail, and truck center. 
The Board of Trade here is the 
world’s largest grain exchange, and 
the Chicago Mercantile Exchange is 
the leading market for farm 
commodities. 

Food? Chicago is a true melting— 
and cooking—pot, and the 
restaurants show it. You can find 
German, French, Mexican, Chinese, 


Polish, Japanese, Polynesian, 
Russian, Greek, Korean, Turkish, 
talian...and the list goes on and on. 
Price? A couple can do well for as 
little as $6 for a dinner, or go as higt 
as $150. Do plan to try at least oneo 
Chicago’s top restaurants. 

Do your children like to pust 
buttons and get into things? Brin« 
them to Chicago’s famous Museun 
of Science and Industry where there 
are thousands of buttons to push 
wheels to turn, and countless thing: 
to explore from a coal mine to < 
captured German submarine tc 
Colleen Moore’s famous Fairy 
Castle. 

Chicago is a city of museums. 
These range from the Art Institute 
with its famous collections of 
Oriental works and French Impres- 
sionists to the Field Museum of 
Natural History, Shedd Aquarium, 
Museum of Contemporary Art, 
Oriental Institute on the University 
of Chicago campus, Adler Planetar- 
lum, to special museums_ which 
highlight health, Polish history, or 
Chicago’s past at the Historical 
Society. 


Chicago Night Life 

Chicago offers Amusement 
Operators Expo visitors an exciting 
night-time mix of music, theater, and 
film as well as opera and concerts. 


World famous as a center for jazz in 
the ’20s and ’30, Chicago has 
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recently rebuilt the reputation. 
Whether you like mainstream 
dixieland or experimental jazz, you 
can hear it every night at spots like 
Milt Trenier’s Show Lounge, Rick’s 
Cafe Americain, and the Backroom. 
(Call Visitor Eventline 24 hours a day 
for information on entertainment.) 


Blues, folk, country, and bluegrass 
performers can be heard throughout 
the year at establishments with 
names like Wise Fool’s Pub, Biddy 
Mulligan’s, and Redford’s. 


Chicago’s Near North Side offers 
an exciting mix of nightly enter- 
tainment. Rush Street is lined with 
supper clubs, lounges, and _ night 
clubs. Division Street is the home of 
dancing disco spots like the BBC and 
the Rookery. Old Town and New 
Town, areas on the North Side, 
contain many night spots, including 
Chicago’s famous home of satire, 
Second City (which gave birth to the 
“Blues Brothers” and to Bill Murray). 


North Lincoln Avenue is espe- 
cially popular with its great variety of 
pubs featuring all kinds of music. 
Among the well-known Lincoln 
Avenue establishments are John 
Barleycorn Memorial Pub, Orphan’s, 
Kingston Mines, and Oxford’s. Top 
name entertainers appear at the 
Park West, Milt Trenier’s Show 
Lounge, and Rick’s Cafe Americain. 

For classical music lovers, 
Chicago’s Civic Opera House is 
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Sights in Chicago are stunning: a few here are (clockwise from left) 
the skylight-roofed central hall at the Field Museum of Natural History; 
Adler Planetarium and statue of pioneer astronomer Copernicus signal 
the visitor to the Science Complex, built underground; like chess 
pieces stand the lakefront structures—AOE show site Hyatt Regency 
is near white marble Standard Oil Building, far right is the skyline. 
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home of the famed Lyric Opera, 
which performs during its late fall 
and early winter season. The Civic 
Opera House also presents perfor- 
mances by visiting ballet troupes, 
musical groups, and folk dancers. 
Orchestra Hall on Michigan Avenue 
is home of the world-famous 
Chicago Symphony Orchestra and 
its conductor, Sir George Solti. Also 
featured here are recitals by soloists 
and orchestral groups. Tickets 
should be ordered far in advance 

The Auditorium Theatre—an 
architectural landmark—also is 
showcase for recitals and concerts 
by well-known classical musicians 
and popular artists. 

Chicago offers theaters which 
often feature top-name Hollywood 
stars in serious drama or musicals. 
The Drury Lane Theatres both 
downtown and in the suburbs offer 
year round comedy and drama 
featuring the most familiar faces in 
show business. Those theaters 
located in the suburbs may be 
reached easily on Chicago’s 
expressways or suburban train 
systems. In addition, theaters where 
you dine before seeing a show are 
popular in Chicago. 

If your preference is for cinema, 
downtown Chicago has many first- 
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AOE show site at Hyatt Regency 
(large dot on map above), Wacker 
and Michigan, is near Navy Pier 
(24) at Chicago Harbor. 
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30 models available 
designed for 


Reliability 

Quality 

Adjustable Timer 

Coin Meter, Lights, Sound 


20 Years Operating 
and Manufacturing 
Experience 


| Distributor Inquiries Invited 


R.G. MITCHELL. LTD. 


Heath Road ¢ Skegness 
Linc. @ England 
Tel: Skegness 67373 
Telex: 377375 


run movie theaters. Several neigh- 
borhood theaters and various 
Chicago-area institutions, including 
the Art Institute and the University 
of Chicago, feature revivals of 
classical films of the past. 


Shopping in Chicago 

From oriental rugs and cooking 
utensils to antique English silver and 
furniture to American pottery and 
ceramics—all items can be 
purchased in Chicago, an _inter- 
national shopping center. 

State Street in the downtown 
Loop area has recently converted 
into the world’s largest mall. The 9- 
block long mall, closed to all 
vehicular traffic except buses, is 
lined with shops and stores, includ- 
ing the world-famous Marshall Field, 
Carson Pirie Scott, Goldblatt, 
Montgomery Ward, Sears Roebuck, 
and Wiebolt Department stores. In 
fact, all of these stores have their 
headquarters in Chicago. 

Along with the large department 
stores in the State Street Mall, a 
variety of smaller-scale establish- 
ments cater to every taste and 
Sudget. There are jewelry stores, 
high-fashion salons, specialty and gift 
shops, furriers, and art galleries. 

Wabash Avenue, one block east of 
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Ine-dem.ni-fy/vt 


1a: to secure or protect against hurt or loss or 
damage; b: to exempt from incurred penalties or 
liabilities. 2: to make compensation to for 
incurred hurt or loss or damage. 


We indemnify our customers against losses. 


It's one of the reasons we're been 
in business for 40 years. 


Here’s some of the other things that 
separate us from the others. 


e Our sales staff has the experience and expertise to recommend only 
good-earning equipment 

e We back up the sale with the best parts and service support in the 
business 

e We have the best product lines 


We recognize the principle that: 


““To be successful, we must make 
our customers successful’’ 


PRODUCT LINES 


Atari Exidy Nintendo 
Automatic Products J. F. Frantz Nichibutsu 
Bally Irving Kaye Sega/Gremlin 
Brunswick Litton Stern/Seeburg 
Centuri Midway Sunbird 
Choice Vend Moyer-Diebel Valley 
Cinematronics NAMCO Williams 


Advance Automatic Sales Co. 


1350 HOWARD STREET SAN FRANCISCO, CA 94103 
Cable: PINGAME Telex: 34-747 Phone (415) 864-0400 


“We Indemnify” 


PLAY METER, April 15, 1982 


FEATURES: . 
FULL SIZE UPRIGHT 
FULL 20” COLOR MONITOR 

FULLY TRIED AND TESTED ELECTRONIC SYSTEM 
(OVER 1 YEAR ON LOCATION) 

FULL CLEAR SET DIAGRAMS 

(ALL YOU PROVIDE IS YOUR OWN P.C. BOARD) 


FULL PRICE 


51179 


IMMEDIATE DELIVERY 
DISCOUNTS ON QUANTITY 


HARNESS: 
EXCLUSIVE (NO SOLDER) PIN 
CONNECTOR COMES WITH 18 
PIN AND 22 PIN CONNECTORS 


HEADER: INTERCHANGEABLE 
SCREENED OR CLEAR PLASTIC 


| DEV Opes, ADJUSTS IN SECONDS 


R p i i 
SA 7 eS FI tt , a 
4 : , 1\, Pb Ht) ' 
aaa POWER SUPPLY MODULE: 


YOUR PICK OF Sok ‘j | SEPARATE TO MAIN CABINET 
UNIVERSAL OR | ; ~ FOR EASE OF REPAIR. 


SPACE DESIGN INCLUDES VERSATILE POWER 
REPLACEABLE ) 


SUPPLY: LINE FILTER; RUGGED 
SMOKED GLASS 


GROUND LINE CORD: ON/OFF 
FOR EXTRA CLARITY ~~ 


SWITCH FULL P.P. SCHEMATIC 


FULL COLOR 
20” MONITOR 


SIDES OF CABINET: 
ARE SCREENED IN 6 LIVING 
COLORS MUCH BETTER THAN 
OECALS; SPACE DESIGN OR 
UNIVERSAL DESIGN AVAILABLE 


FRONT PANEL 
UNIVERSAL OR 
SPACE DESIGN 
SCREENED ON BACK 
TO ELIMINATE 
SCRATCHING 


FRONT PANEL: 

UNBREAKABLE STATIC PROOF 
SCREENED FROM BACK TO 
ELIMINATE SCRATCHING SAVES 
ON DECALS 


WICO 
JOYSTICK 
AND CONTROLS 


ALSO: DECALS AVAILABLE FOR 
SIDES AND FRONTS OF 
CABINETS IF DESIRED 


DURABLE DOUBLE 
FRONT DOOR 


COSMETICS: 
MANY NEW DESIGNS WILL BE 
AVAILABLE FOR HEADERS AND 
MIDDLES 


FULLY MADE IN U.S.A. 


EAGLE CONVERSIONS 
25 EAGLE ST. BLDG. #5 
PROVIDENCE, R.1. 02908 
401-751-5438 


CUSTOMER 
ADDRESS 


AT LAST A CHANCE FOR SMALL DISTRIBUTORS TO BE COMPETITIVE. 
NO MORE WAITING FOR THE BIG GUYS TO DELIVER YOU MACHINES 
AFTER THEY TRY TO SELL YOUR CUSTOMER. ALSO, HERE IS A 
CHANCE FOR YOU TO TAKE ADVANTAGE OF ALL THE NEW BOARDS 
BEING OFFERED BY BOARD HOUSES. 

THIS GAME GIVES YOU THE OPPORTUNITY TO TRY SHORT RUNS OF 
NEW BOARDS. 


TEL. NO. 
SEND ME 


GAMES COMPLETE. 
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the State Street Mall, is known for its 
book, jewelry, record, art, and 
photographic supply stores—all 
nearby the Hyatt Regency AOE 
Show site. 

Just a few minutes’ walk to the 
north and east of the Loop is 
Chicago’s “‘Magnificent Mile’— 
dozens of luxury shops and galleries 
along North Michigan Avenue 
starting at the Chicago River and 
extending north to Oak Street. It’s a 
favorite of buyers and window 
shoppers alike. Visit the Water 
Tower Place, a seven-story marble 
structure with an atrium mall and 
glass elevators. 

Another popular area is New 
Town, beginning on Broadway from 
Diversey Avenue (2800 North) to 
Belmont Avenue (3200 North). This 
area caters to the younger, hip set 
with a variety of art and poster 
shops, clothing and hand-made 
boutiques for the contemporary 
look, and smart shops for apartment 
and home decorating accessories. 
The Century Mall on Clark Street is 
a popular new seven-story shopping 
center in New Town. 

Other favorite shopping centers in 
and around Chicago include Old 
Orchard, Edens Plaza, Harper 
Court, Oak Brook, Golf Mill, 
Yorktown, and Woodfield. 

These shopping centers offer a 
wide variety of boutiques and 
department stores set in landscaped 
grounds with sparkling fountains, 
colorful flowerbeds, and sculpture. 

Most of Chicago’s great museums 
have fascinating shops offering 
reproductions from their collections 
as well as puzzles, toys, books, and 
other interesting items. 


Art Works in Chicago Plazas 

Visitors here will find both new 
and varied art forms designed by 
contemporary masters in public 
plazas throughout the Downtown 
area. 

One need not be an art enthusiast 
to appreciate the beauty of 
Chicago’s new plaza art by such 
famous contemporary artists as 
Alexander Calder and Marc Chagall. 

Calder’s “Flamingo” dominates 
the plaza at the Chicago Federal 
Center located at Adams and Dear- 
born Streets. The bright red sculp- 
ture stands 53 feet high and weights 
50 tons. Calder also is the artist of a 
mobile in the lobby of the Sears 
Tower, the world’s tallest building. 
The mobile, entitled “Universe,” is 
55 feet wide and 33 feet high and 
weights eight tons. 

One of the most colorful additions 
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to Chicago’s outdoor modern art 
gallery is “The Four Seasons,” a 
mosaic mural by Marc Chagall. The 
mural is located at the First National 
Bank Plaza, Monroe and Dearborn 
Streets. The 70-foot long mosaic is 
composed of 350 different shades 
and hues of mosaic material includ- 
ing glass, marble, stone, and granite. 

No visit to Chicago would be com- 
plete without viewing the famous 50- 
foot high, 162-ton Picasso Sculpture, 
a Chicago landmark since 1967, 
located on the Richard J. Daley 
Plaza, Washington and Dearborn. 

A “sound sculpture” has been 
installed in the plaza of the Standard 
Oil Building, 200 E. Randolph Street. 
Harry Bertoia, renowned American 
sculptor and furniture designer, has 
created the sculpture for the reflect- 
ing pool of the Standard Oil Building, 
fourth tallest in the world. The sculp- 
ture contains various sounding ele- 
ments. Natural wind currents move 
the parts and determine the amount 
and intensity of sound. 

The latest addition to Chicago’s 
outdoor art is the Batcolumn. 


Designed by Claes Oldenburg, it | 


stands 100 feet high and is con- 
structed of 1,608 pieces of welded 
steel. The Batcolumn is at the Social 
Security Administration Building, 
600 W. Madison Street. 

All of these public art works are 
located within easy walking distance 
from one another in and near 
Chicago’s Loop area. 


Chicago Museums 
Of the many attractions here, 
Chicago’s museums and art galleries 
rank high on the list for visitors from 
everywhere. 
The Adler Planetarium is devoted 


to astronomy and related sciences. | 
Its unique double-feature program | 
explores the universe from a new | — 


multi-media Universe Theater and 
from the Sky Theater. Exhibits at the 


astronomy, engineering and navi- 
gation instruments, and scales that 
give your weight for the planets in 
our solar systems. Admission to the 


program in the Sky Theater is $2 for | — ch 


adults and $1 for children (6-17), free 
for senior citizens. 

One of the world’s great 
museums, the Field Museum of 
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Natural History, contains more than | 
10 acres of exhibits enabling visitors | 


to survey the history of the earth. 
Outstanding exhibits include premi- 
tive arts, cultures of the American 
Indian, jade, civilizations of China 
and Tibet, botanical displays, and 
life-like bird and mammal dioramas. 
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Admission charges are $3.50 for 
families, $1.50 for adults, 50¢ for 
children and 50¢ for students with 
ID’s. On Friday, no addmission is 
charged. 

Chicago is home of the John G. 
Shedd Aquarium, the world’s largest 
aquarium. One hundred and ninety 
exhibit tanks contain more than 
7,000 fish specimens. Admission is 
$1.50 for adults and 50¢ for children 
aged 6-17, children under 6 and 
senior citizens admitted free. 

Chicago’s most popular tourist 
attraction, the Museum of Science 
and Industry, contains 2,000 displays 


Third Wave 
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MACHINE JAMMED? 


Electronics Co., Inc. 


A SUBSIDIARY OF DIGITAL PRODUCTS CORP. 


4021 NE 5th Terrace e Ft Lauderdale, FL 33334 e 305) 544-0521 
Visit us at Booth 112 at the AOE. 


that explain the principles of science 
and show how they are applied in 
industry and everyday life. Visitors 
push buttons, turn cranks and lift 
levers to see, listen, and learn about 
science and technology. Exhibits 
include a working coal mine, a 
captured WW II German submarine, 
and a 16-foot high model of the 
human heart. Children and _ their 
parents are fascinated by the life of a 
circus performer presented in the 
Sears Cinema Circus dioramas. 
More than 3.5 million visitors tour 
the museum annually to trace the 
outstanding developments of 


YOU 
LOSE! 


Anytime your coin 
acceptors are 
jammed, you lose. 
rs oO foct all:coin 
acceptors work some 
of the time, but in your 
business you want 
one that works all the 
time. Third Wave 
Electronics’ jamproof 
Model TW-3 pays for 
itself over and over in 
reduced downtime 
and fewer main- 
tenance calls. 


We know, as a user of 
Coin acceptors, your 
only concern is that 
they work. Well, our 
unit works and 
because if works — 
you win! You make 
money! 


science and industry from. their 
invention to mass production. No 
admission is charged for most 
exhibits. 

The Art Institute of Chicago is one 
of the world’s foremost art 
museums. Its internationally-famous 
permanent collection is made up of 
painting, sculpture, prints and draw- 
ings, and includes some of the 
world’s finest French Impressionist, 
Post-Impressionist, and Oriental art. 
To augment its collections, the Art 
Institute brings great works of art 
from all over the world to Chicago 
for special exhibitions. A discretion- 
ary admission is charged (suggested 
at $2. for adults, $1 for students and 
senior citizens). 

Lincoln Park Zoo—one of the 
oldest in the country—includes an 
outstanding collection of more than 
2,600 mammals, birds, and reptiles 
from almost every part of the world. 
Zoo grounds include a new central 
mall area, a new Sea Lion Pool, anda 
new Great Ape House. One section 
includes the world’s first man-made 
oasis for wild birds, an outdoor and 
indoor Children’s Zoo, and a com- 
plete Farm-in-the-Zoo. Besides being 
the most visited zoo in America, it is 
the only major zoo in the country 
with no admission charge. 

The Chicago Historical Society in 
Lincoln Park features an outstanding 
exhibit on the Great Chicago Fire 
and also is famous for its Abraham 
Lincoln collection. Though the insti- 
tution exphasizes Chicago and 
Illinois history, its dramatic photos 
fascinate visitors from all over the 
country. Admission is $1 for adults 
and 50¢ for children (6-17), 25¢ for 
senior citizens. On Monday, no 
admission is charged. 

Other outstanding museums in 
Chicago include the Museum of 
Contemporary Art, which features 
changing exhibits highlighting con- 
temporary artists; the Chicago 
Academy of Sciences, emphasizing 
geological and ecological exhibits on 
the Chicago and Great Lakes 
Region; Glessner House, which con- 
tains a collection of Frank Lloyd 
Wright furniture and continuing 
architectural exhibits; and the Uni- 
versity of Chicago’s Oriental Insti- 
tute, which displays one of the 
world’s most distinguished collec- 
tions of Near Eastern art and arti- 
facts, from Mesopotamia to ancient 
Egypt. 

Information on Chicago’s muse- 
ums or any aspect of tourism in 
Chicago can be obtained by con- 
tacting: Chicago Convention and 
Tourism Bureau, Inc., McCormick 
Place On The Lake, Chicago, 60616. 
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With Electrohome test generators, 
you efficiently and economically 
test for color temperature, purity 
and convergence. Each gun 

can be switched on and off 
independently for individual 
color purity tests. And, each is 
designed for use with all games 
monitors of major manufacturers. 


Raster Scan Test Generator 
Available patterns include: 
cross hatch, cross bar and 
independently switchable 
complete raster fields along 
with positive or negative sync. 
$299.00 U.S. 


XY Test Generator 

Provides required raster and ™ 
video signals at refresh rates i ~ 
of 50 and 60 Hz. Available a 
patterns include: Full field, BLECTROHOMBE ~ 

bars and cross hatch. 

$449.00 USS. 


or 


Supplier of monitors to North America’s leading games manufacturers. 


For complete specifications, call or write: 

Contract Marketing, Electrohome Limited OY Electrohome Limited 

809 Wellington St. N., Kitchener, Postal Station D, Box 10133 
Ontario N2G 4J6 Telephone: 519-744-7111 Buffalo, N.Y. 14021-0133 


COINMAN INTERVIEW: 


Jack Mittel 


One of the hazards of the publishing field is that your 
predictions stay with you. If you guess wrong, someone 
is bound to point it out to you. But if you’re right, no one 
will admit it but rather say instead that your prediction 
was already common knowledge by them. 


Either way, our Coinman this time, Jack Mittel, 
president of Taito America, has boldly stepped into this 
arena of industry prognostication. And his predictions, 
like last month’s Play Meter, will stay around to be 
referenced, and so we'll get a chance to check Jack’s 
view of what will pass in the months ahead. 


A true industry veteran, Jack has been in the coin-op 
business all his life. Starting as a route man for Auto- 
matic Canteen in the late 1940s, he went into the dis- 
tributing end of the business for a short time before 
moving on to Williams Manufacturing Company in 1959. 
After spending twenty years with Williams, Jack moved 
on to D. Gottlieb & Company for a short stint before the 
position as president of Taito America opened up for 
him. That was July 1, 1980. 


e 


‘Some of the companies as we know them today will 
either not be in existence or will be restructured in a 
different manner, shape, or form by the fall of ‘82. It is 
inevitable.’ 
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Since that time, caught up with the phenomenal 
success of video games, Taito America has enjoyed its 
most profitable days. And at this past AMOA Show, the 
company introduced its first in-house game, Qix, a 
revolutionary game which many people see as breaking 
new ground in the video game field. 

But with the glut of games in the marketplace, Mittel 
focused his remarks mostly on an impending “shakeout” 
which he claims will eliminate or change the makeup of 
several manufacturing companies. He did not venture to 
name names, since obviously he wasn’t privy to this 
internal knowledge; however, he offers his analysis of 
the market conditions and why he foresees troubles 
ahead for factories. It’s an observation based on a 
volatile market that has got to turn up some losers very 
soon. 

As for Jack’s predictions, he will follow the same 
pattern as the predictions of us in the publishing field— 
only time will tell. If he’s right, remember, you heard it 
from Jack. If he’s wrong, Jack no doubt will hear from 
everyone else. 


_ 
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‘I will not inventory new games because ! will not invest 
in material, labor, and overhead...out of cash flow for 
games that may be in inventory. So everything we make 
has already been pre-sold.’ 
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PLAY METER: From a manufacturer’s point of view, 
how would you assess the market? 
MITTEL: This business has always had its peaks and 
valleys, and right now we’re in a definite valley. And we 
haven’t hit bottom yet. In fact, I don’t anticipate we'll hit 
bottom until maybe in the fall. By the fall, though, I think 
you re going to have a tremendous shakeout. The com- 
panies that are undercapitalized are running the risk of 
not making it. If they happen to guess wrong on one 
game coming from offshore, they could be in real trouble. 
The reason for this shakeout will be that a lot of these 
companies have never been through a valley before. So if 
they don’t guess right and they’re at the mercy of what I 
call “O.P.,” that is, other people’s product, and they’re 
not watching their indirect costs, things are going to get 
away from them awfully quick. But let me assure you of 
one thing, it hasn’t gotten away from us. 


PLAY METER: What do you mean by this “shakeout”? 
MITTEL: Some of the companies as we know them 
today will either not be in existence or will be restruc- 
tured in a different manner, shape, or form by the fall of 
82. It’s inevitable. I can’t tell you which ones, but I’m 
using past history as a guide. 


PLAY METER: So, after the phenomenal year last year 
where so many games were sold, you see a slowdown in 
1982? 

MITTEL: This will be a year of consolidation. 1982 will 
slow down. There’s no question about it. 


we did sales in excess of $10 million and our pre-tax profit 
was in excess of $1.5 million. 

And in 1981, we did a sales volume in excess of $45 
million, and our profitability was on a percentage basis 
what it was in the last six months of 1980. 


PLAY METER: Well, with this impending shakeout on 
the horizon for manufacturers, as you insist, what 
changes did you institute at Taito America to solidify the 
company? 

MITTEL: Obviously, the first thing I had to do was com- 
pletely revamp the distribution organization from A to Z, 
not only domestically but also internationally. I have 25 
years experience of working with distributors, and | 
knew who I could relate to and who could relate to me. 
And I knew who was strong and who was weak. And | 
knew who could move out product, assuming my pro- 
duct was competitive, and I knew who could pay, 
assuming they sold what they bought. I went on their 
track records, and obviously these distributors have 
done the job for me because the results are in. 

Then we had to inject our own talent, and that came 
with me. I was very fortunate to bring with me people 
who believed we could accomplish our goals here at 
Taito. You see, I’m a firm believer that a company does 
not make the people but that the people make the com- 
pany. And by bringing in qualified people from the 
industry, we were able to short-circuit a six- or twelve- 
month wait. 


‘Part of the problem you have in the marketplace today was created 
by excessive inventories at the factory level.’ 


It’s not so much because of the economic conditions 
on the outside, though that is a contributing factor, as it is 
a congestion of units that are available in the market- 
place at really distressed prices. Until the market can 
absorb and get rid of some of this constipation, all the 
factories are going to suffer, unless, that is, you have a 
game that—on a scale of one to ten—is a ten. In that 
case, you can always move. But the days where you can 
move a five, or six, or seven are over. 

This has been the most volatile market I’ve seen in 
maybe fifteen years. This market will definitely separate 
the men from the boys. It always has in the past, and it’s 
going to do it again now. It’s the old story that the strong 
survive and the weak don’t. And | can’t say it’s all bad 
because it shakes out people who are weakest from a 
management point of view and who haven’t done their 
homework and their jobs properly: It’s a very competi- 
tive business, as you well know, and you have to watch 
your P’s and Q’s because the gravy days are over. It’s a 
business now, and it’s very difficult and very tough. 


PLAY METER: From the way you’re talking, it sounds 
as if Taito, you’re saying, has been able to avoid this 
impending “shakeout.” Why is that? 
MITTEL: Prior to my taking over here, Taito America’s 
gross revenues in the area of sales for the first six months 
of 1980 was a little over $1 million. And the company’s 
profitability was, shall we say, negligible. 

Then for the last six months of 1980 when I took 
the position as president of Taito America July 1, 1980— 
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PLAY METER: So your philosophy is to go with known 
quantities, as opposed to bringing in new talent from 
outside the industry. 

MITTEL: That’s right. Also, I firmly believe that, as a 
manufacturer, you cannot be wholly dependent on new 
games coming from offshore. So what I did was put ina 
tremendous amount of money in engineering and 
research and development so that we could develop a 
new electronic American-developed system with all- 
American parts and American creativity. 

As a result, we have reversed the procedure and have 
re-licensed our first such game, Qix, to the Far East, 
instead of having the Far East doing it to us. I have to tell 
you this could not have happened without the complete 
cooperation of Taito Corp., which happens to be our 
parent company. What they did was to allow me to do 
what I felt had to be done without any specific problems. 

And what we accomplished, as a result of that, is the 
best of both worlds, here at Taito America, the games we 
develop flow the other way to the parent company under 
royalty, and the games they develop flow back to us. So, 
based on this arrangement, I’m not at the mercy of off- 
shore people as are other companies. And ] like it this 
way because if you’re not a master of your own destiny, 
you re going to have real problems. And the problem you 
have today is because you have sucha multitude of com- 
panies looking for product, many of the offshore com- 
panies are making available to American companies 
different models, and they’re asking the American fac- 
tories to commit big numbers to the games without 
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testing the games. And | won’t do it. 

Now, if other companies want to take that exposure, 
that’s up to their management, but I will not take a game 
under royalty without having the opportunity to test it 
because the investment is too great. I just don’t have to 
do it. 

Between what Taito Corp. can give us and what we 
can give Taito Corp., I’m not as dependent on offshore 
people as are some companies, and that works out very 
well for us. 


PLAY METER: I understand that Taito America is now 
operating a small chain of arcades. Is that true? 
MITTEL: What we’ve been able to accomplish is we’ve 
been able to set up several, what I call, retail arcade out- 
lets which are owned by us, and this allows us to test our 
games so that nobody else knows what we’re doing, 
except us. I’ve also established a street route in the 
Dominican Republic that gives us a pretty wide test of 
Our own equipment. 


PLAY METER: You said a while ago that we can 
expect a falling out among the manufacturers by the fall. 
Can we expect to see a falling out as far as the number of 
machines on location? 

MITTEL: Sure. You’ve got to. In some areas the games 
are non-compensatory. The machines don’t earn 
enough money because there are too many in a given 
area. Those machines are going to have to come off 
location unless they can be placed in other locations that 
can absorb them. But during this period, new equipment, 
which would normally go to the other locations, will not 
until all this equipment is absorbed. 


PLAY METER: Well, would you say we’re going to see a 
falling out among the operators as well? 

MITTEL: If they don’t run their businesses right, you 
sure as hell will. You can’t just stick a game anywhere. It 
costs a lot of money; so unless you’re pretty much con- 
vinced it’s going to earn money and pay for itself, it’s 
going to be rough because the operators have got the 
same problems the manufacturers have. The interest 
rates are so high. 


PLAY METER: We hear tales about companies, some 
of which are even bigger than Taito America which are 
having problems of one kind or another being caught up 
in this trap of over-producing for a nearly saturated 
market. Why has Taito America been able to avoid this 
trap? 

MITTEL: Because we don’t over-produce. I won’t build 
anything unless I’ve got it pre-sold. With interest rates as 
high as they are, I won’t tie up our cash flow to create 
dead inventory that might have to be sold at a discount 
price. You see, part of the problem you have in the 
marketplace today was created by excessive inventories 
at the factory level. 


PLAY METER: Yes, but given that situation, what is a 
factory to do when it gears up to produce at a high rate 
because it has a hit game, then the run of that game 
eventually ends? After being geared up to supply at that 
level, how can a factory continue without endangering 
itself? 

MITTEL: You’ve got to react to that, and that’s what 
separates the men from the boys. If you don’t feel your 
next game is not as good as your prior game, you don’t 
make it. And if that means you have to furlough people 
from your facility, you do it and very fast, very quick, or 
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else your costs will run away from you. 

The manufacturer has got to realize that just because 
he ate steak yesterday, it doesn’t mean he’s going to eat 
steak today. You may have a filet today, but then again 
you may have hamburger. And you’ve got to react to 
this. You’ve got to be able to react immediately. That’s 
one of the reasons | need a daily P&L statement: so | 
know what my costs are. 

You see, I look at things a little differently from most 
people. I don’t produce anything unless it’s sold. I will not 
inventory new games because | will not invest in material, 
labor, and overhead that have to be paid for out of cash 
flow for games that may be in inventory. So everything 
we make has already been pre-sold, or I won’t make it. 
And that gives me a pretty good handle on my costs. 


PLAY METER: So, by pre-selling everything, a manu- 
facturer can eliminate his risk and also help reduce the 
glut in the marketplace? 

MITTEL: All] can say is when! took over here at Taito, I 
developed this daily P&L, and it’s been very effective and 
efficient for us. It allows me to spot almost every day how 
many hours it takes us to build a game, and whether any 
specific factor is out of line. And I need to have this 
information daily because if I wait a whole month, there’s 
nothing I can do about it. But if! get it the next day, Ican 
step in and do something about it almost immediately. If 
you don’t work on that kind of schedule, something 
could go out of kilter on, say the 7th or 8th of the month, 
and you wouldn’t find out about it until the end of the 
month, and by then the whole month is shot. 


PLAY METER: Are we seeing a new breed of people 
coming into the business at the manufacturing level? 


MITTEL: There are new people trying to get in, but not 
as many here as outside the country, and the reason is 
here we’re protected by the copyright law. And, outside 
the continental United States, you’re not. Outside the 
states, if you can copy a game in a garage, you’re in 
business, you can sell PCBs. Now what we’ve done here, 
as have other major manufacturers, is we’ve had to add 
what I would have never dreamed we would have had to 
do; we've had to add a legal staff to the company, to pro- 
tect our rights relative to filing lawsuits on copyright 
infringements. 

Now we’ve won the first two cases in Germany 
already. We have one more pending in Germany. We 
have a suit pending in France. We have several suits in 
Italy. We’ve got a couple of suits in England. We’ve got a 
suit in Australia. All of it because we want to protect our 
copyrights. I don’t care what it’s going to cost us, I want 
to protect it. And I’ve hired an in-house attorney with an 
entire staff, so we will protect our rights just the same as 
the other large manufacturers. This has eliminated a lot 
of these smaller manufacturers at this point in time. They 
won't come in because they don’t have the funds to go 
out and buy a game from offshore, and they wouldn’t 
know where to go and how to go about getting in-house 
talent to make them in-house. 


PLAY METER: The so-called “pirate” companies, on 
the other hand, argue that the copyright laws stiffle the 
chance for any garage-type operation from blossoming 
into a@ major manufacturer one day. What’s your 
response to that? 

MITTEL: That’s garbage. We’ve got the same pro- 
tection—and we’re entitled to the same protection—as 
the movie companies. All we’re selling is entertainment 
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for a quarter. We’re competing with the movies, with 
records. It’s the same thing. We’re offering entertain- 
ment. 


PLAY METER: Do you see the manufacturer and 
operator as natural enemies on this question of video 
game copyrights? 

MITTEL: No, not really. All we’ve done as manufac- 
turers is used the protection quaranteed us under the 
upgraded copyright law. You’ve probably read in the 
newspaper about the pirating of movies from Hollywood 
and the pirating of records, and so on. Well, our industry 
is the same as the movie industry. It’s entertainment. 
And we’re just like them, we’re not going to pump in large 
sums unless it’s protected, because to get a game off the 
drawing board, it’s a $300,000 to $500,000 investment. 


for several of their undeveloped games as well. The only 
difference is they’re trying to get their money back with- 
out a test, and don’t forget if you get a game from off- 
shore, you may get it for the North American continent 
and Central America, but that’s all. But if you develop the 
game, the world’s your plum, and the situation is 
reversed. 


PLAY METER: You said amoment ago that operators 
and manufacturers are not natural enemies on the video 
game copyrights. Would you say that all this copyright 
litigation is in the best interests of the buyer, the opera- 
tor? 

MITTEL: Sure, it has to be. Otherwise, what he’s going 
to get is a lot of equipment. You run the risk of some of 
the American manufacturers not making it, as I 


ES 


‘There are new people trving to get in (production), though not as many as outside 
the country, and the reason is that we’re protected by the U.S. copyright law.’ 


oS 


PLAY METER: What is your response to the operator 
complaint as to why the cost of the game won't come 
down after a certain production number is reached 
which would offset the R&D costs involved with the 
game? 

MITTEL: You’ve got to keep in mind that for every 
game we make we junk eight or ten games. So you ve got 
to consider that if I have to junk seven or eight games, 
I’ve got $2 to $2.5 million out there that has gone down 
the drain in R&D until I can get a game I can build. And 
I’m sure as hell going to protect my copyright, just as the 
movie people are doing. 

So if our R&D costs are paid off on one hit game, that’s 
fine, but what about the eight that were never made that 
the operators never saw? We still had to develop them 
and build them and test them. And we had people that 
had to be paid and equipment that had to be bought. 

Actually, I would guess our average 1s about the 
national average—that is, that we make one out of ten for 
the marketplace. And then, going in, you have no guar- 
antees your game’s going to be a winner. That’s why we 
test them first. When you see one of our games out there, 
it means we have an investment that can be anywhere 
from $2.5 to $5 million, taking into account the eight or 
nine I junked before I got that game. Now, I have to 
recoup all that, not just for the one game, or I'll be out of 
business. 

You’ve got to remember, from an operator's point of 
view, if the factories don’t develop new games, they have 
nothing to sell their locations on over a period of time. So 
their life’s blood is our new equipment. And our job is to 
give them a machine that makes the most money 
possible and, of course, gives the least amount of 
trouble. 


PLAY METER: You make this argument, that only one 
of every ten games makes it to the marketplace, 
wouldn’t this be an argument for going the licensing 
route, instead of doing your own in-house development 
instead? 

MITTEL: No, because the licensors want certain com- 
mitments. And some of the commitments they’re asking 
for are just too much. It'll cost you God knows how much 
to buy the license, and then you’re still not sure it’s going 
to make money. Besides, they’ve got built-in R&D paying 
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mentioned before. And if the American manufacturers 
are not solvent and they go out of business, the operator 
is going to be the one who is going to be ultimately 
affected because he isn’t going to get new equipment, 
because the offshore stuff isn’t going to last forever. And 
the operator has got to get a new injection of new equip- 
ment. And if you don’t have any manufacturers on-shore, 
you re dead. 


PLAY METER: What do you have to say about the 
operator complaints that they don’t know which games 
are copies anymore? 

MITTEL: The operators know very well what games are 
copies. When the copiers come in, they will sell it directly 
as a copy. Otherwise, the operator wouldn't buy it. 
Operators are not going to buy a cat in the bag. No 
operator is dumb enough. He’s got a business to protect. 
He’s not going to buy anything unless he’s convinced it’s 
going to earn money. When they sell these games, they 
sell them as copies of Qix or Pac-Man or Defender or 
whatever. And the only reason the copiers are copying 
the number ten games is the operators will only buy 
copies if it’s a copy of a number ten game. And that’s 
because the number ten games are the only games that 
are making it. 


PLAY METER: We captured the youth market with 
video space games, then the adult male market. Then, 
with Pac-Man, we captured a sizeable following among 
female players. Now we see your game, Qix. How does 
this abstract game fit in? What market does it appear to 
appeal to? 

MITTEL: Qix is an area capture game, and we’ve found 
it’s been immensely successful with those players who 
are drivers license age and on up. Some kids like it, but 
the game appeals to those of drivers license age on up. 


PLAY METER: Why is that? 
MITTEL: I wish] could tell you because, if I could, you’d 
have nothing but Qix games coming off. 


PLAY METER: Will we be seeing more of these area 
capture-type games like Qix from Taito in the future? 
MITTEL: I guarantee you. We’re working on them now. 


It’s a new area. I quarantee you we'll have others coming 
behind it. e 
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Computerized Coin-Count 


by Charles C. Ross and H. Richard Priesmeyer 


So you have been considering buying a computer? 
But, you have just been waiting for there to be one bit of 
information to get you off the fence, so to speak, and 
make the decision. Well, this article is about a computer 
program that you can use. Even if you use your com- 
puter for nothing else, we feel the enclosed program will 
justify the cost of a computer. 

A big problem faced by all operators is cash control. 
One way to build controls around cash is to keep records 
of counter numbers on each and every machine. The 
procedure of recording counter numbers is quite com- 
mon among operators but actually doing anything useful 
with the counter numbers once collected is quite a time- 
consuming task within itself. So most operators have 
money collectors record counter numbers and then they 
do an analysis of counter numbers if something appears 
to be incorrect, or if they have an employee that they 
don’t quite trust. 

The following Coin-Count Reconciiation Program, 
designed by Innovative Management Consultants, is to 
make the job of verifying collection report counter num- 


FIGURE 1 
MAIN MENU 


IMC COIN-COUNT RECONCILIATION 
EHH HHH HH KH HEHEHE HHH HH HEHE HHH KEKE KH HEHEHE KHER EEK ERK KR KRH RE 


(1) INPUT DATA FROM DISK 
(2) PRINT DATA TO DISK 
ADD MACHINES 
OMIT MACHINES 
CLEAR REVENUES 
ENTER REVENUES 
CORRECT COUNTERS 
PRINT REPORTS 
(9) TERMINATE PROGRAM 


FIGURE 3 
A MACHINE THAT HAS BEEN ENTERED 


IMC COIN-COUNT RECONCILIATION . 
PROGRAM FILES # MACHINES: 1 
HEHEHE HHH KKK HEHEHE KKK HEE KE HEHEHE HEHE EEK HE HEHEHE KK EEK EEE ER EEE 


MACHINE NUMBER (@=MENU)? 34 
MACHINE NAME ROAD HOG 
REVENUE COLLECTED $7? 225.80 
COUNTER #1 ? 18665 
COUNTER #2 ? 14427 
AMOUNT OVER/SHORT IS 

(PRESS ENTER)? 
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bers an easy task that can be performed quickly and 
easily after each collection. 

This computer program is in the Basic Computer Lan- 
guage and is designed to run on the TRS-80 Radio Shack 
series of computers. 


The program 

Once the program has been input into the computer 
and is run, the first thing to appear on the screen of the 
computer is the main menu. The main menu is shown in 
Figure 1. 
(1) Input Data From Disk 

The Input Data From Disk function is designed to 
bring data into the computer once you have been using 
the coin-count reconciliation program. This function is 
one of the many features of the program that makes this 
computer program far superior to doing coin-count 
reconciliation by hand methods. Once you have estab- 
lished a file, the computerized file knows the machine 
number, the machine name, and the current counter 
number or numbers for each machine. A file can consist 


FIGURE 2 
ADD MACHINE FUNCTION 


IMC COIN-COUNT RECONCILIATION 
PROGRAM FILE: # MACHINES: @ 
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LAST MACHINE NUMBER 2 
REMAINING CAPACITY 822 
MACHINE NUMBER (@=MENU): 
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NUMBER OF COUNTERS 
READING OF COUNTER #1 
READING OF COUNTER #2 


FIGURE 4 
SUB-MENU FOR PRINT REPORTS 
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of up to 800 machines. For operators with more than 800 
machines the program is still useful; it simply means that 
you will need to set up more than one file to handle all the 
machines in your company. 

(2) Print Data to Disk 

The Print Data to Disk command on the main menuis 
another feature which makes this computer program for 
coin-count reconciliation superior to performing the 
analysis by hand. Once your file of all the machines has 
been updated with the current revenues and current 
counter numbers, the file can be saved so that next time 
all that must be done is (1) Input the Data From Disk 
and you are ready to do another coin-count recon- 
ciliation. 

(3) Add Machines 

Figure 2 shows what is displayed on the screen of the 
computer when you go into the Add Machines function. 
The first thing displayed is the last machine number that 
you entered. This is convenient information so that when 
you are entering a long list of machines and you get inter- 
rupted it is not hard to determine what was the last 
machine entered into the computer. The next thing dis- 
played is the remaining machine capacity. The computer 
will hold up to 800 machines at one time and you are 
given a countdown of the remaining capacity after you 
input each machine. 

You are allowed to enter a machine number for each 
machine, which can be a company generated number or 
the manufacturer’s serial number. Then you enter the 
machine name. The answer to the question of how many 
counters are on the machine will depend on the make 
and model of the machine. Some machines have two 
counters, one for each coin mechanism, and some 
machines have one counter for both mechanisms. The 
program is designed to handle one or two counters ona 
machine. 

The Add Machine function will be used only when you 
initial a file, or in other words, when you do your initial 
set-up on the computer. The only other time you will use 
function 3 for Add Machines is when you purchase a 
new machine which must be added to the file. Once the 
files have been set-up with all the machine information, 
you should print the information to the disk. 

(4) Omit Machines 

The Omit Machine function is to be used anytime you 
wish to delete a machine from the file. The most common 
reason for omitting a machine from the file is because the 
machine has been disposed. Machines are omitted 
simply by inputing the machine number. 

(5) Clear Revenues 

The Clear Revenues function is to clear all the reve- 
nues out of the file and get ready for the new revenues 
from the present collection report. When you enter the 
Clear Revenues function (5) you enter a short sub- 
menu which gives you the option to abort the function 
or to go ahead and clear the revenues out. The abort 
option is just a small safeguard so that you do not hit 
function (5) by mistake and lose revenues data before 
you desire to do so. 

(6) Enter Revenues 

The Enter Revenues function is what will be done ona 
routine basis when you want to do a coin-reconciliation. 
Figure 3 shows how the computer screen will appear 
after you have entered a machine number. When you 
enter the machine number, the computer will come back 
with the machine name and ask you to input the 
revenues collected in dollars. Then you will be asked to 
input the counter number, or numbers, and the machine 
will print on the screen the amount over or short. 

In other words, the computer will compare the 
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100 '' IMC COIN-COUNT RECONCILIATION PROGRAM 
110 '' * INNOVATIVE MANAGEMENT CONSULTANTS 
120 ' * 2040 LISA LANE 

130 ' * FAYETTEVILLE, AR 72701 

140 '' * TELEPHONE (501) 521-0868 

150 '' NOT TO BE SOLD 

160 ' 


170 CLS:CLEAR8000 

180 Q=802: '<--MACHINE CAPACITY 

190 C=0: IJ=0 

200 R$="NUMBER MACHINE NAME COUNTER 1 COUNTER 2 REVENUE O 


VER/SHORT" 

210 QS="####HE 2% % HEHEHE # # # # # S###.## = 6S 
+#HE#. HE" 

220 TS$="TOTALS SS#H#H##. ## SS 
H#HH. HE" 


230 DIM N(Q),N$(Q),S(Q),C1(Q) ,C2(Q) ,R(Q),V(Q) 
240 GOSUB810 


250 PRINT" (1) INPUT DATA FROM DISK" 
260 PRINT" (2) PRINT DATA TO DISK" 
270 PRINT" (3) ADD MACHINES" 

280 PRINT" (4) OMIT MACHINES" 

290 PRINT" (5) CLEAR REVENUES" 

300 PRINT" (6) ENTER REVENUES" 

310 PRINT" (7) CORRECT COUNTERS" 

320 PRINT" (8) PRINT REPORTS" 


330 PRINT" (9) TERMINATE PROGRAM" 

340 SX$=INKEYS$: IFSX$=""THENGOTO340 

350 SX=VAL(SX$): IFSX>9THENGOTO240 

360 ONSXGOTO370, 430, 490,830,1160,600,900,990,800 
370 PRINT: INPUT" WHAT FILE NAME";F$:C=0 

380 OPEN"I",1,F$ 

390 IF EOF(1)THEN420 

400 C=C+1: INPUT#1,N(C) ,N$(C),S(C) ,C1L(C) ,C2(C) ,R(C) , VIC) 
410 GOTO390 

420 CLOSE:GOT0240 

430 PRINT:PRINT"RESIDENT FILE NAME IS ";F$ 

440 INPUT"SPECIFY FILE TO PRINT TO ";F1$ 

450 OPEN"O",1,F1$ 

460 FORN=1TOC: IFN$(N)="OMIT"GOTO480 

470 PRINT#1,N(N);",";NS(N)3","3S(N)¢","ZC1L(N) 7 ","3C2(N) 7", "FRE 
N)3",";V(N) 

480 NEXTN:CLOSE:GOT0240 

490 GOSUB810 

500 IFC>OTHENPRINT"LAST MACHINE NUMBER"; N(C): PRINT 
510 INPUT"MACHINE NUMBER (0=MENU):";N(C+1) 

520 IFN(C+1)=O0THENGOTO240 

530 C2(C+1)=0:R(C+1)=0 

540 INPUT"MACHINE NAME "sN$(C+1) 

550 INPUT"NUMBER OF COUNTERS ";S(C+1) 

560 INPUT"READING OF COUNTER #1 "sC1l(C+1) 

570 IFS(C+1)=1GOTO590 

580 INPUT"READING OF COUNTER #2 "3C2(C+1) 

590 C=C+1:GOTO490 ‘ 

600 GOSUB810 

610 INPUT"MACHINE NUMBER (0=MENU)";Z1 

620 IFZ1=0GOTO240 ; 

630 FORN=1TOC: IFZ1=N(N) THENGOTO650 

640 NEXTN:GOTO610 


650 PRINT"MACHINE NAME * "sNS$(N) 
660 INPUT"REVENUE COLLECTED $";R(N) 
670 INPUT"COUNTER #1 "3Z2 


680 IFZ2>=C1(N) THENGOTO700 

690 T1=Z2+(100000-C1(N) ):GOTO710 

700 T1=Z2-C1(N) 

710 R1l=T1*.25:C1l(N)=Z2: R2=0 

720 IFS(N)<>2THENGOTO780 

730 INPUT"COUNTER #2 "323 

740 IFZ3>=C2(N) THENGOTO760 

750 T2=Z3+(100000-C2(N) ):GOTO770 

760 T2=Z3-C2(N) 

770 R2=T2*.25:C2(N)=Z3 

780 V(N)=R(N)-(R1+R2): PRINT" AMOUNT OVER/SHORT IS $" 

7 V(N) F 

790 INPUT"(PRESS ENTER)";Z$:GOTO600 

800 GOSUB810 : PRINT"PROGRAM TERMINATED": RUN"MENU" 

810 CLS:PRINT" IMC COIN-COUNT RECONCILIATION": PRINT" PROGRAM 
FILE: ";F$;" # MACHINES: ";C 

820 FORN=1T064: PRINT"*";: NEXTN: PRINT: RETURN 

830 GOSUB810 :PRINT"SPECIFY MACHINE": INPUT"NUMBER TO OMIT";Z1 

840 FORN=1TOC: IFN(N) <>Z1GOTO890 

850 PRINT"MACHINE NAME "sNS(N) 

860 INPUT"O=OMIT 1=SAVE "3Z2 

870 IFZ2=1GOTO240 

880 NS(N)="OMIT":N(N)=0:GOTO240 

890 NEXTN:GOTO240 

900 GOSUB810 : PRINT"SPECIFY MACHINE NUMBER": INPUT"TO CORRECT" 


910 FORN=1TOC: IFN(N) <>Z1GOTO980 

920 PRINT"MACHINE NAME "sN$(N) 

930 PRINT"COUNTER #1 READING :"s3C1(N) 

940 INPUT"ENTER CORRECT READING :";C1(N) 

950 IFS(N)<>2GOT0240 

960 PRINT"COUNTER #2 READING :";C2(N) 

970 INPUT"ENTER CORRECT READING :";C2(N):GOTO240 

980 NEXTN:GOTO240 

990 GOSUB810 :PRINT"PREPARE PRINTER": TV=0: TR=0 

1000 PRINT"SPECIFY SELECTION": PRINT: PRINT" (1) ALL MACHINES" 
1010 PRINT" (2) ONLY MACHINES WITH REVENUES": PRINT" (3) ON 
LY MACHINES OVER/SHORT": PRINT 

1020 SX$=INKEY$: IFSX$=""GOTO1020 

1030 SX=VAL(SX$): IFSX>3THENGOTO1020 

1032 IFSX=3THENINPUT"MACHINES WITH VARIANCE +/- $";W 

1033 IFW<OTHENGOTO1032 

1034 INPUT"DO YOU WANT TO EXCLUDE REVENUES (Y/N)";Q1$ 

1040 CLS:LPRINT:LPRINT: LPRINT" IMC COIN-COUNT RECONCILIATION" 
1050 LPRINT"REPORT FOR FILE: ";F$ 

1060 GOSUB1150 :LPRINTRS$ 

1070 FORN=1TOC 

1080 IFNS$(N)="OMIT" THENGOTO1130 

1090 IFSX=2ANDR(N)=0THENGOTO1130 

1100 IFSX=3ANDV(N) >=OANDV(N) <WIHENGOTO1130 

1105 IFSX=3ANDV(N) <=OANDV(N) >(W*-1) THENGOTO1130 

1110 IFQ1$="N"THENLPRINT USING Q$;N(N),N$(N),C1(N),C2(N),R(N), 
V(N) 

1112 IFQ1$<>"N"THENLPRINT USING Q$;N(N),NS(N),C1(N),C2(N),IJ,V 
(N) 

1120 TV=TV+V(N): TR=TR+R(N) 

1130 NEXTN 

1140 GOSUB1150 :LPRINTUSINGT$;TR,TV:GOSUB1150 :GOTO240 

1150 FORN1=1T064: LPRINT"-";: NEXTN1: LPRINT: RETURN 

1160 GOSUB810 :PRINT"ALL REVENUES WILL CLEAR": INPUT"0=CLEAR 
1=SAVE"; Z2 

1170 IFZ2<>0GOTO240 

1180 FORN=1TOC:R(N)=0: NEXTN: GOTO240 
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Counter numbers and revenue amounts which do not match-up, within your 
toleration of variance, reveal the machines that need your attention for their 


being ‘over’ or ‘short.’ 


counter number of this collection to 
the counter number of the last col- 
lection. The difference should be the 
number of quarters that passed 
through the coin slot. Then the com- 
puter will convert the difference in 
the counter numbers to dollars and 
compare it to the revenues collected. 
In theory the counters and the 
money collected should be the same. 
(Later, we will discuss an analysis of 
the report.) 
(7) Correct Counters 

The Correct Counter function on 
the main menu is to be used anytime 
that you need to change a counter 
number. There are normally two 
times that you will need to use the 
Correct Counter routine. First there 
will be times that you input a counter 
number incorrectly. Since counter 
numbers are normally five to six 
digits, there is a good possibility that 
a counter number can be entered 
incorrectly. The other time you will 


uy 


Believe It or Not ! 


want to use the Correct Counter 
function is when a machine has two 
counters and you entered the 
counter numbers in reverse order. 
Once the order of the counter num- 
bers has been established, that order 
must be followed for the future input 
of the counter numbers to get an 
accurate coin-count reconciliation. 
(8) Print Report 

When 8 is pressed for the Print 
Report function, a sub-menu comes 
back on the computer screen as 
shown in Figure 4. You are given a 
brief reminder to prepare the printer 
and then you have a choice of three 
reports you can print. (If you have no 
printer, you can still use the program 
as amounts short and over are dis- 
played on the video screen. See 
Enter Revenues.) 

On the sub-menu you can print a 
report for all machines in the file. In 
other words, this function will give 
you a report of the machines 
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whether or not you input revenues 
for all the machines. 


After you have made a selection 
on the print selection sub-menu, you 
are asked the question “Do you want 
to exclude revenues? (Y/N).” If on 
your printed report you would like 
the revenues of each machine 
printed, you should answer the ques- 
tion Y, not yes but simply Y. Then 
the revenues will be printed. If you 
answer the question N, then the rev- 
enues will not be printed. 


Why would you not want the reve- 
nues printed? Well, there may be a 
situation where you would want a 
technician to repair a counter that is 
not working properly and he has no 
business seeing the collections of 
each and every machine. The reve- 
nue exclusion is to be used when you 
desire to give the report to anyone 
whom you desire to see the short- 
ages and overages of the counter 
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numbers but do not desire for him to 
see the revenues. 

The second selection of the sub- 
menu will print a report of only 
machines with revenues. This report 
is useful because if you cleared out 
the revenues in the file before you 
started inputing the most recent col- 
lections of the machine, this report 
will be only for the machines that had 
a revenue. So if you have a file con- 
sisting of 250 machines and your col- 
lectors only collected from 50 of 
those machines, you can still get a 
meaningful report for the machines 
for which you have a revenue num- 
ber. 

Selection 3 is to print a report for 
only machines which are over or 
short. This report is good if you do 
not care to see all the machines but 
are only interested in the machines 
which are not “on the numbers” so 
to speak. This will be your list of 
suspect machines. 

If you enter selection 3, then the 
computer will ask you “Machines 
With a Variance +/-$.” In other 
words you will find that counter num- 
bers may vary as much as $1 under 
normal operating conditions. This 
variance selection will allow you to 
exclude those random errors by 
counters and service testing and 
other normal occurrences which will 
cause counter numbers to be off. 
You have the flexibility to input any 
variance you desire. Remember the 
larger the variance you choose to 
ignore, the fewer machines the com- 
puter will print. 


Analysis of the report 

Counter numbers and revenue 
numbers which do not match-up, 
given your variance amount, are the 
ones that need your attention. There 
are several reasons that a machine is 
over or short. 

1. Amachine’s counters and reve- 
nues may not match-up because of 
employee theft. The main purpose 
for keeping track of counter num- 
bers is to detect employee theft and 
the IMC Coin-Count Reconciliation 
is a foolproof way to detect employee 
“skimming.” 

2. Counters can also be off 
because the counter is not working 
correctly. In the initial test of this 
computer program, a surprising num- 
ber of counters did not work pro- 
perly; those were always the mechan- 
ical counters and not counters held 
in the memory of the machines. The 
most common problem was a 
counter that was simply stuck and 
did not record any coins that passed 
through the coin slot. 
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We also found problems in some 
of the games which have batteries to 
hold information in the RAM of the 
machines. The main cause of the 
variance in these counters was 
determined to be bad batteries. 

3. Another reason we found for 
coin-counters and revenues not 
matching-up was that the person col- 
lecting the counter numbers was 
making errors in the recording of 
the counter numbers. Impress the 
importance of accurate counter 
numbers upon collectors! 

4. A common problem with 
machines that were off by $1 or less 
was found to be that the coins were 
hitting the top of the coin box and 
being deflected into the bottom. 
Also, unrecorded tests of the 
machine cause counters to be off. 

5. Then there are the odd-ball sit- 
uations where the counter is short or 
over by a tremendous amount. 
Counters off by several thousand 
dollars were normally just recorded 
incorrectly or the counters were 
reversed when input into the com- 
puter. In other words, when a 
machine has two counters, the 
counter must always be input into 
the computer in the same order so 
that the computer can keep track of 
how many coins went into each coin 
slot. A quick check of the counters 
from the last collection report will 
indicate if the counters were 
recorded in the correct order. 

(9) Terminate Program 

The terminate program function 

will simply end the program. 


Conclusion 

If you have been looking for a rea- 
son to buy a computer, you see it 
accompanying the top of this article 
—the actual listing of the IMC Coin- 
Count Reconciliation Computer 
Program. The program is intended 
as a gift to all amusement operators 


from Innovative Management Con- 
sultants. If you have been consider- 
ing the purchase of a computer, here 
is the program which should help 
you make the decision to computer- 
ize the other half of your amusement 
business. If used properly this com- 
puter program, we feel, is areal asset 
to your company and can justify the 
cost of a computer. 


Innovative Management Consul- 
tants will be displaying the com- 
puterized Coin-Count Reconciliation 
program at the 1982 Amusement 
Operators Expo in Chicago. All 
operators are invited for a demon- 
stration and a free copy of the pro- 
gram listing. 


6 inematronics ia es 
color A color XY system 
that meets the companys high quality 
standards is now developed for Cinema- 
tronics future products. Cinematronics, 
the innovator of x-y systems for games, 
carefully researched the color market and 
developed a system using the proven 
Wells-Gardner color x-y monitor #6101. 


ull color action with the extra x-y 

dimensional animation heightens 
attraction to Cinematronics games. The 
visual superiority and built-in quality marks 
another major step forward in product 
development. Cinematronics is reaching 
their goal to offer the best games for their 
customers. 


_ CLINEMAY RUNS 
RATED 


1841 Ea eps ¢ El Cajon, CA 92020 
(714) 562-7000 ¢ (800) 854-2666 
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® great parte department 
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P.R. PROBLEM / P.R. SOLUTION 


The psychology of cuing players 
to winning tactics 


You have a choice of 
letting a player walk 
away from a new 
game, feeling its too 
difficult—or you can 
observe him and make 
Suggestions on 
features available 
with the machine... 
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Most of the time this column will 
address issues in a Q & A format, 
using your questions about public 
relations problems you encounter 
along with my suggested answers, 
solutions that are hopefully more 
practical than theoretical. But every 
now and then someone in the indus- 
try comes up with a good idea which 
not only deserves applause but also 
some discussion. 

That’s why the kudos this time go 
to Sega/Gremlin for their “Player 
Tip” cards which, I believe, can bea 
very useful positive force in public 
relations. 

Discovery, figuring out how to 
advance to the next level, is certainly 
part of the fun of the best video 
games. How do | get the frog in the 
upper left corner “home” in Frogger? 
What’s the best method of defeating 
the killer satellite that makes 
Asteroids Deluxe so difficult? Should 
I attack the side or middle columns of 
the advancing Space Invaders or 
Gorfian Robots? Answering these 
questions is part of the fun. 

But as the games become more 
difficult, complicated, and challen- 
ging, the answers to those questions 
become harder and harder to glean 
from the machine. Occasionally 
there’s a hint or two within the 
instructions—either in print on the 
side panel or displayed on the 
screen, and sometimes both—but 
instructions are often ignored. 

Most players, even when taking on 
anew game, by-pass the instructions 
and watch another player before 
diving into the fray. Later, if they’ve 
found something new they like, they 
may read the instructions. More 
often they look to another player, 
perhaps one who has shown some 
expertise. If there isn’t one around, 
that’s the time for you or one of your 
employees to seize the opportunity 


by Mike Bucki 


for greater profit. 

After observing an obvious begin- 
ner from a slight distance (don’t 
stand over his shoulder), tactfully 
point out vital information he may 
have overlooked while ignoring the 
instructions. With Defender, for 
example, the printed instructions 
along one side panel are so dark as to 
be almost unnoticeable. Fortunately 
the display mode translates the 
printed instructions into graphic 
action but it’s still easy to miss the 
fact that rescuing a humanoid nets 
500 points, and returning him to 
earth gains another 500. 

Another example is Cinematronics’ 
Solar Quest. [See “Viewpoint on 
Video,” April 1.—ed.] Only the dis- 
play mode tells the player about pick- 
ing up enemy survivors for bonus 
points and—if you pick up 25 sur- 
vivors—an extra ship. It’s an easily 
overlooked instruction that can 
greatly enhance the play of the 
game...when it’s known. And that’s 
the point; game play is more enjoy- 
able when you as a player know all 
the basic strategies that can be 
employed. As an operator, it’s your 
responsibility to make sure the 
player knows how much fun the 
game can be. 

What I’m saying is you have a 
choice. You can let the player walk 
away, dissatisfied, feeling this “new” 
game is too difficult, or you can 
observe him for several minutes to 
make sure he’s using all that’s avail- 
able, and pointing out, if necessary. 

When offering suggestions, the 
approach is all-important. With 
youngsters | believe a very simple 
question can be the best conversa- 
tion starter, namely: “Want to know 
a secret?” What 12-year old can 
resist? With adults, the situation can 
be more delicate. You mustn’t even 
hint that they’re playing the game 
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wrong or overlooking something 
vital...even if they are. Remember it’s 
their money, they can squander it if 
they so choose. But you are trying to 
get them to come back again, and 
again, and again, so... 

Get into the conversation through 
the back door. Ask them if they like 
this particular game. Explain that 
you're the operator and you like to 
find out, from time to time, what your 
customers enjoy the most and why. 
Then start weaving the conversation 
toward the vital instruction he’s 
apparently overlooked. Say some- 
thing like: “You know, I saw acouple 
of college guys going at this game the 
other day and they were trying to 
figure out whether it’s better to take 
this tactic or this one? Have you 
figured it out yet?” No matter what 
he answers, whether or not he 
admits he hasn’t even tried that 
tactic yet, you've planted the seed, 
and in effect have invited him to try 
the game several more times, at 
least. 

Okay, that sounds fine for instruc- 
tions on some of the complicated 
games that some players may over- 
look. Should you take it beyond that, 
should you approach players who’ve 
progressed from beginner to inter- 
mediate on a given game? Isn’t dis- 
covery beyond that point up to 
them? Yes and no; | can see argu- 
ments for both sides at that stage. 
With the proliferation of new games 
on the market you won’t have the 
time, as an operator, to become 
expert at all of them. So how can you 
help a player progress from inter- 
mediate to expert? 

Well, with Sega/Gremlin games 
the answer is the Player Tip Card. If 
you see a player battling furiously 
with any of S/G’s games, wait till the 
game is over, of course, hand hima 
card and say something like: “You're 
pretty good and maybe you already 
know what’s in here (the card) but 
maybe you'll find something that’ll 
help you really beat the heck out of 
it.” 

More often than not, I'll predict, 
the reply you'll hear is: “Gee, thanks, 
mister!” or a more modern version, 
something like: “Hey, that’s bad 
man, baaaaad. Thanks, brother!” or 
maybe you'll just see a big broad 
smile. 

While Sega/Gremlin deserves 
applause for developing the PTC’s 
they also get a demerit or two for 
printing the Astro Blaster Player Tip 
Card so late. I needed to know those 
“Secret Bonuses” long before I ever 
saw the Player Tip Card. Thank 
goodness the Eliminator PTC is 
already available. 
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Come one, come all. 
to the greatest show 
in the Southeast! 


The FLORIDA-AMUSEMENT-VENDING ASSOCIATION 
1982 Convention and Trade Show will feature 
hundreds of exhibits, seminars, and even a real circus 
under the big top. 


MAKE PLANS NOW 
TO ATTEND THE 


1982 


FLORIDA-AMUSEMENT-VENDING ASSOCIATION 
CONVENTION AND TRADE SHOW 


April 15—18 
Curtis Hixon Convention Center 
Tampa, Florida 
For more information, contact 
The Florida-Amusement-Vending Association 
P.O. Box 13089 


Tallahassee, FL 32308 
Phone: (904) 878-3134 
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Dynamo Announces 


Built with STEEL and ALL PLYWOOD CONSTRUCTION. 
Engineered for the Smart Operator. 


For further info: phone (800) 527-6054, (214) 641-4286, Telex: 732-432 
1805 South Great Southwest Parkway, Grand Prairie, Texas 75051 


Player’s view: 


Why patronize your game? 


I have on my desk at this moment a 
small chunk of dirty white brick. It’s a 
prized possession. This brick was 
once part of a bar(n) that I disliked so 
much that when it was torn down, I 
gleefully snitched part of the remain- 
ing rubble as a reminder that the bar 
had met its deserved fate. 

This bar was dingy and grimy. The 
bartenders were surly. The clintele 
was boorish and smelly. The bar’s 
silly exterior was ridiculed in National 
Lampoon (honest). 

But I regularly played pinball at 
that bar. 

I played at Bob & Gene’s because 
one of its two machines was an 
Astro, the only one! could find in the 


city at that time. If I wanted to play 
Astro, | had to weather dinginess, 
surliness, boorishness, and the 
embarrassment of playing in a bar 
with a ridiculous exterior. 

The point to all of this is that there 
are players like me who will go out of 
their way to play the machine they 
want to play. You want that machine 
to be yours, and I’m going to offer a 
few tips from the player’s point of 
view on how you can assure that. 

Despite what it sounds like, this 
won't be a discussion of the “hit 
syndrome” and the fact that every 
operator and location owner wants 
the latest “rave” machines. Cer- 
tainly, popular machines will attract 
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A machine in good general repair is an elementary lure to players for that 


particular game. 
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by Bill Brohaugh 


players. Yet, remember that individ- 
ual machines of the same model 
compete with each other. Your 
Black Hole is competing with the 
Black Hole in Joe’s Bar down the 
street. Your Defender is competing 
with the Defender in the Zap Games 
Arcade in the shopping mall a few 
blocks away. Having the hit pins and 
videos isn’t enough, therefore, you 
must convince the player to walk 
past Joe’s and pop his coins into 
your pin. You must convince the 
player to drive past the shopping 
mall so he will play your video. 

And even if your machine isn’t 
competing with others in the area, it 
is, IN a way, competing with itself. It 
can defeat itself. To avoid that, you 
must convince the impulse player as 
well as the dedicted player to drop 
that first quarter into the machine. 
By that I mean this: your potential 
player doesn’t even know about 
Joe’s Bar or the Zap Games Arcade. 
He has simply stopped near one of 
your locations for a quick drink after 
work. He wanders over to the game 
room to see what’s there. In this 
case, your machines aren’t directly 
competing with anybody else’s 
machines—yet that player may 
decide not to play. You must, as | 
said, do your best to convince the 
player that putting money into these 
machines will be a good recreation 
investment for him—that he won’t 
be wasting his money playing them, 
in other words. 

How can you do that? By exercis- 
ing as much control as possible over 
such factors as machine cleanliness, 
positioning of games, and etiquette 
in the game room. Some of the 
points I plan to cover will perhaps 
sound basic, yet I have seen so 
many “basics” ignored in locations 
around the country that I’m con- 
vinced a review of them can’t hurt, 
especially for those operators just 
entering the field. 

One of the first things I look for 
when deciding to play a particular 
game is its general condition. Of 
course, machines should be kept 
clean, with their sound systems 
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working and the general play of the 
games operating properly. I say “of 
course” hesitantly, because I have 
seen too many examples where 
keeping machines clean and oper- 
ating properly is not a matter of 
course. A while back, I was in a bar 
that had a very small game room: 
two videos and a pin. I was in the 
mood to play some pinball while the 
bar band was on break, but when | 
approached the sole machine, | 
noticed that only one light on the 
entire playfield was working. Put a 
quarter into that thing? Forget it. 

And how many other players had 
the machine’s disrepair scared off? 
These and other major problem— 
chattering or weak flippers, targets 
that don’t register, etc.—should be 
taken care of quickly. 

But even little irritations can cause 
player dissatisfaction and drive him 
elsewhere—and here I’m talking 
mostly about consistent problems, 
because players can put up with the 
occasional glitch that is corrected 
quickly. But if the glitch persists... 

My favorite arcade once had a 
Missile Command whose _ launch 
buttons would stick during play. I 
stopped playing the machine until 
the problem was fixed—which, sad 
to say, no one ever got around to 
doing. And! once played a particular 


Mars pinball regularly until the fact 
that a couple of burned-out bulbs 
were never replaced drove me to 
another machine. 

The solution to this problem 
involves regularly checking all 
phases of the game to see that every- 
thing—from plunger to lights in the 
case of pins, and from buttons to 
screen in the case of videos—oper- 
ates properly. Make sure the checks 
are thorough. Granted, that takes a 
little more time, but time invested in 
providing your customer—the 
player—with good service and an 
excellent product is well spent. Let’s 
go back to that particular Mars 
machine I mentioned before as an 
example. I know that it received 
regular attention, because other, 
more visible problems were always 
corrected when they arose, and I 
noticed that the playfield was waxed 
regularly. Yet, those burned-out 
multiplier lights were never fixed. 

Cleanliness is a factor, too, as | 
implied before. A clean, waxed play- 
field on a pin makes for a more 
attractive machine and a more excit- 
ing game. A well-cared-for video is 
likewise more attractive. And this is 
true not only because the machine 
looks “prettier,” but also because it 
looks like it isn’t battered and 
shoddy. Battered and shoddy tells a 


player that the machine isn’t worth 
putting money into. 


The location’s part 

That’s what you can do directly 
to keep machines more attractive. 
Indirectly, you can persuade the 
location owner to do his part. It 
would be nice if you could afford 
to post guards to protect your 
machinery, but you can’t. What you 
can do is enlist the location owner to 
be more watchful when “policing” 
the games. 

Remember that your equipment, 
valued at thousands of dollars, is 
overseen by someone who doesn’t 
own that equipment, and, therefore, 
doesn’t have a cash stake (beyond 
the quarters it takes in) in making 
sure that it is being handled properly. 
Many times, a location owner’s lack 
of respect for the actual value of 
coin-op games is simply a matter of 
his not understanding the invest- 
ment tied up in the equipment. 

Impress upon the location owner 
and his staff exactly what the stakes 
are. Let them know that this is no 
sophisticated toy sitting over there in 
the corner. It is a piece of business 
machinery, as much as the location 
owner’s cash register is. He wouldn’t 
allow someone to spill beer on or 
kick the cash register, would he? 
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Make sure the location owner understands the real value of the game equipment 


Point that out to him; make sure he 
understands the full value of the coin 
equipment you supply him with. 

Make him understand, too, that 
his commissions from the machine 
depend on if the machine is working, 
and if it is working properly. 

The basics of policing the games 
are obvious: the location owner 
shouldn't allow players to kick, spit 
upon, slop beer on, or perform any of 
the other nasties that can happen to 


you supply him with. 


a poor, helpless piece of machinery. 
Again, I use the word “obvious” with 
some hesitation. I walked into one 
joint about a year back to find a 
Galaxy pin with footprints on the 
playfield glass! These weren’t some 
kid’s sneaker prints, either. They 
were prints from size 12 or larger 
waffle-stomper hiking boots. Now, 
did the location owner supposedly 
overseeing the care of that machine 
think that basic policing was 
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YOU NEED THE OPERATOR'S INVESTMENT 
ANALYSIS COMPUTER PROGRAM! 


Two Pac-Man machines with the same Revenues but things are not as they appear. The machines 
are very different when you look at the Profits generated and the (ROI) Return on Investment. 
Since Revenues do not tell the whole story you need the Operator’s Investment Analysis 
Computer Program. . . 


NOW YOU'LL KNOW. . . 


Which Locations Are @e Which Machines Are 
Producing Profits Losing You Money 


Know The Profit Of Every @ Which Machine You Need 


Machine At Every Location 
When To Pull Out Of A 
Location 

Which Machines Have A 
High Return On 
Investment 


To Buy More Of 

When To Rotate Machines 
When To Dispose Of Low 
Profit Producing Machines 
Which Machines Have a Low 
Return On Investment 
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THE OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAMN is the most advanced 
management tool available to the amusement operator today. Not an accounting system the 
OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAM will aid in management 
decisions regarding equipment. The program will work for arcade operators as well as route 
operators. 

The OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAM is designed for the 
TRS-80 series of Radio Shack computers. The OIA Computer Program comes complete with 
instructional books and cassette tapes plus consultation by the trained professionals at 
INNOVATIVE MANAGEMENT CONSULTANTS. 

You can own the Computer and the OPERATOR'S INVESTMENT ANALYSIS COMPUTER 
PROGRAM all for less than the cost of a video game. Send the coupon below for a complete 
detailed brochure of the OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAM or 
call collect 501/521-0868. 


Please send me more information on the OPERATOR'S INVESTMENT COMPUTER PROGRAM. 
Name 

Company 

Street 

ace oe oe Oe 7p 


INNOVATIVE MANAGEMENT CONSULTANTS 


2040 Lisa Lane, Fayetteville, AK 72701 


“obvious”? Apparently not. 

There is another, less obvious 
level of policing that the location 
owner should also be aware of. For 
example, some players take the 
word “pintable” too literally, and 
interpret it as if it meant about the 
same thing as “coffee table” or 
“kitchen table.” These players put 
drinks on the pin, drape coats on the 
pin, even crush out cigarettes on the 
pin. How many times have I gone 
into a bar somewhere to play a 
machine only to discover a forest of 
beer bottles on the playfield glass? 
And how many times have | gotten 
surly looks from the owners of those 
beer bottles when I’ve asked them to 
remove the junk so that I could play? 

It shouldn’t be my business to ask 
these people to remove their bottles; 
it is the location owner’s business. 
There are some players that won’t 
risk the surly looks by asking the 
offenders to clean up after them- 
selves, either. 

Those players have been scared 
off. Their quarters have been scared 
off. So it’s important that you dem- 
onstrate to the location owner the 
need to ask people to not put any- 
thing on machines they aren’t play- 
ing (and, if they put their drinks on 
the glass of the machines they are 
playing, to be careful not to spill 
them). This will also help the looks of 
the machine by keeping ashes, bottle 
rings, etc., off the glass. 

Ideally, the location owner should 
supply adequate space in the game 
room where people can place drinks, 
hang coats, etc. If he doesn't, 
encourage him to move in a coat 
rack and a couple of tables (without 
chairs, so people don’t sit at them 
and defeat their purpose). A tall 
table, about elbow high, is a good 
receptacle for customers’ drinks and 
cigarettes. What’s more, you should 
consider buying some of those wire 
racks that can be mounted on the 
sides of the machines to hold drinks 
and the like. 


Post the rules: Good PR 

Work with the location owner on 
a couple of signs to post in the game 
room. There should be, for example, 
a sign that outlines many of the rules 
we have just talked about: no drinks 
or coats on the machine, no hitting 
or kicking the machines, no sitting 
on them, and—if the location is as 
wild as the one where | found the 
footprinted Galaxy—no dancing on 
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Position your machines to accommodate traffic walking through the restaurant/ 


bar so that players don’t collide. 


the machines. 

But all the signs you post need not 
be of the pushy “don’t do that” variety 
that we see so often. Why not a sign 
that asks players to immediately 
report any defects in the machines to 
the management? This will serve two 
purposes: First, the management 
can write down what the defect is 
and report it to your service person, 
and repairs on little things like those 
burned-out lights I complained about 
before can be fixed during a service 
call. Second, such a sigh would com- 
municate to the player that the man- 
agement is concerned about the 
condition of the machines, and is just 
as concerned with keeping the 
player pleased. That’s good PR. 

Another area affecting game 
attractiveness lies in the positioning 
of the machines. I’m not talking so 
much of the strategy of game place- 
ment in terms of catching the 
player's eye—which way the 
machine faces, whether you should 
jposition low-earners next to hits, 
etc. I’m talking about positioning the 
machines so that players aren’t 
jostling and bumping each other as 
they play. 

Imagine two machines facing each 
other, and only four feet or so of 
space separating the fronts of the 
machines. Put two players in front of 
each game. Now, dare someone to 
walk between the two players, 
especially if those players use a lot of 
leg motion and body English. 

Now, extend that image so that 
you have two facing rows of four 
machines in each row. Fill that game 
room on a Friday night with players, 
and you have a little restaurant/bar 
that I used to frequent. Used to. But 
this restaurant made the strange 
mistake of placing those games 
between the bar and the kitchen, so 
that waitresses and bartenders were 
constantly fighting through the rows 
of players, disrupting their games. 
Waitresses and bartenders and the 
normal jostling caused by such 
cramped quarters were distraction 
enough, but when the bartenders 
started rolling kegs of beer through 
the game room... 

Well, this story has a happy middle 
and a sad ending. In remodeling the 
restaurant, the owner moved the 
kitchen to another part of the build- 
ing. No more waitreses and beer 
kegs. That’s the happy part. The sad 
part is that shortly after the remodel- 
ing, the restaurant opened an 
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upstairs loft. To get there, customers 
had to walk, you guessed it— 
through the game room, and the pro- 
blem started all over again. I gave 
up on that restaurant. 


Accommodate the traffic 

The point to all this is that you 
should position your machines to 
accommodate traffic flow. Don’t 
position machines so that players 
bump derrieres if they happen to 


step backward at the same time. 


Don’t direct “alleys” of traffic 
through rows of players. Direct 
those alleys (if they have to exist in 
the first place) around the machines, 
or make sure that there is ample 
space between the rows. 

Players should have easy access 
to games. They should be able to 
walk right up to a free machine with- 
out having to utter a single “excuse 
me” or “oops, sorry.” Don’t put 
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obstacles, human or otherwise, 
between the player and the game. 
Make it easy for him to get to the 
machine. 

It may be difficult to see problems 
in machine positioning when you 
install a machine during a slow after- 
noon. Return to the location during a 
busy period and watch for problems. 
Don’t simply toss the machines into 
the location and run away. Become 
actively involved in correcting pro- 
blems like poor positioning. 

And try to resist the temptation to 
cram as many machines as possible 
into a location. Remember, players 
have to breathe, and just as pool 
players won’t shoot on a table so 
close to the wall that they can’t pro- 
perly extend their cues, video- and 
pin-players will be frustrated by play- 
ing On machines so crowded 
together that they keep ramming 
elbows with other people. 

My final tip involves proper adjust- 
ment of the sound level of the 
machine. Be sure that the pins and 
videos you operate can be heard 
above normal location noise. (But 
don’t let them get so loud that they 
become obnoxious.) 

Unlike children, coin machines 
should be seen and heard. For three 
reasons: (1) So that the attract mode 


can do its duty; (2) To increase the 
general interest in the game and to 
maintain a certain level of excite- 
ment that well-designed sound— 
especially sounds that increase in 
tempo as play continues—produces; 
and (3) To provide the player with 
“audio landmarks.” I try to keep 
track of how many points I’m scoring 
on a particular ball when playing a 
pin by listening to the sounds. That 
squeak I know means 1,000 more 
points; that squawk, 10,000. I can 
keep a general idea of how well I’m 
doing in my head without having to 
look up at the backglass during play. 

I doubt that many players depend 
on sound in the same way, but 
remember that many machines are 
now programmed to “coach” the 
player. If the player can’t hear the 
interesting noises, can’t hear the 
coaching, can’t hear the exhilarating 
pop of a knocker unit when he’s won 
a free game...well, what’s the use of 
playing? And consider the sweet 
vengeance a player first discovering 
Gorgar has when the machine dole- 
fully admits, “Me hurt.” You have to 
hear it to believe it, and I’ve playeda 
Gorgar or two where you simply 
couldn’t hear it. Sad. 

Here again is a situation in which 
visiting the location during a busy 
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period will prove valuable. What 
may have sounded quite loud 
enough when you installed the 
machine on a quiet afternoon may be 
drowned out by background music 
and clinking glasses and general 
chatter on a hoppin’ Friday night. 

What all this boils down to is that 
there are many factors that deter- 
mine whether or not a player puts 
money into a particular machine or 
whether he chooses to play at a cer- 
tain location. And there are many 
annoyances that can drive that 
player away. These are factors that 
you can control directly or indirectly. 
They are details, yes. But they’re 
important details. 

Oh, yes. I have another prized 
possession in addition to that small 
chunk of brick that I want to mention 
to you. On the first floor of my house, 
directly below me as! type this, sits 
an Astro. It isn’t the one that] played 
in Bob & Gene’s so many years ago, 
but I bought it for my home anyway. 
You see, players do go out of their 
way to play the machine they want to 
play. e 
Brohaugh has contributed trivia 
quiz and puzzle pages to Play Meter, 
more of which will appear soon. 


—ed. 


Eastern Labinets 
Hdapt To Any Game 


* Complete Games 


Mars" 
Mewih Fiah | 
Teipie brown ™ 


* Universal Cabinets 
Adaptable to any game 


* Game Parts Supply 
© Engineering Services 


Gall Today 
cll 465 - 9651 


MAL AR EA. Seer 
12D WORLD'S FAIR DRIVE 
SOMERSET, N.J 08873 
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by pat matthews 


CREDIT 


same faces, different songs 


There are new and old faces 
adorning the body of music this time 
around. The famous and the not so 
famous, as yet. So, let’s get right to 
the anatomy of the specimen. 


Nobody Said It Was Easy 
(Looking’ For The Lights)— 
Le Roux—RCA/JH-13059 

So they’ve dropped the “Louisi- 
ana” before their name, and more 
importantly, they’ve changed labels 
at a most opportune time. There’s 


also been a slight change in musical 
direction. The group still has their 
own unique harmonies, but the over- 
all sound is more polished and com- 
mercial. The song itself is the perfect 
vehicle to get these guys a much 
deserved niche in the music biz. 
Great record!! 9 out of 10, or more. 


Freeze Frame/Flame Thrower— 
The J. Geils Band—EMI America/ 
SPRO-9742/SPRO-9744 

This is one of those rarities. An 
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CALL ME—Skyy—Salsoul 


Boardwalk * * * 
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BOBBIE SUE—Oak Ridge Boys—MCA 

SHAKE IT UP—Cars—Electrax * * 

SPIRITS IN THE MATERIAL WORLD—Police—A&Mx * * 
TAKE IT EASY ON ME—Little River Band—Capitol* * * 

I LOVE ROCK ‘N’ ROLL—Joan Jett & The Blackhearts— 


LET THE FEELING FLOW—Peabo Bryson— Capitol 
SHOULD I DO IT—Pointer Sisters—Planet 
CENTERFOLD—J. Geils Band—EMI America* * * 

MAKE A MOVE ON ME— Olivia Newton John—MCAx** 
ANOTHER SLEEPLESS NIGHT—Anne Murray—Capitol* * * 
TAKE OFF—Bob and Doug McKenzie—Mercury 

MIRROR, MIRROR— Diana Ross—RCAx*** 

SWEET DREAMS— Air Supply—Arista* * * 

I CAN’T GO FOR THAT—Daryl Hall & John Oates—RCA*** 
THAT GIRL—Stevie Wonder—Tamla* * * 

THROUGH THE YEARS—Kenny Rogers—Liberty* * x 
LEADER OF THE BAND—Dan Fogelberg—Full/Moon/Epic* * * 
OPEN ARMS—Journey—Columbia* * * 

PAC-MAN FEVER—Buckner and Garcia—Columbia 

LOVE IN THE FIRST DEGREE—Alabama—RCA+*** 

WE GOT THE BEAT—The Go-Go’s—I.R.S.* ** 

DADDY’S HOME—Cliff Richard—EMI America 

TONIGHT ?M YOURS—RKod Stewart—Warner Brothers* * * 
KEY LARGO—Bertie Higgins—Kat Family/Epic 


* x x Denotes songs reviewd previously by Play Meter. 
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attempt at a double sided hit is what 
is before you for your entertainment. 
“Freeze Frame’ is the killer. It’s the 
title cut from the multi-million lp from 
the “party band” of all time. One 
listen and you can relate to every 
party you ever attended: the Fifties, 
Sixties, Seventies, and now, the 
Eighties! An absolutely flawless 
record. They'll be dancin’ on the 
tables. 

The flip-side is a hard drivin’ sound 
of J. Geils, heavy on the bass and the 
funk—never losin’ sight of the dance 
floor. This side is geared to Black 
Radio and is custom made for that 
medium. This one could be the one 
to cross over to the Top 40 stations. 
J. Geils and the group have found 
the right formula for success after 
nearly twenty years. This double 
sided smash is headed straight to the 
top, so don’t hesitate. 10 out of 10 
before you know it! 


65 Love Affair—Paul Davis— 
Arista/AS-0661 

Always changing styles, once 
again Paul Davis doesn’t let grass 
grow under his musical feet. This 
time it’s a bouncy song about the 
year in the title complete with back- 
ground cheers, doo-wops, and hand- 
clapping to make you wish high 
school dates would be eternal. No 
matter the style, Davis has himself 
another irresistable ear-catcher: 10 
out of 10 easy (in any year). 


Tell Me Tomorrow— 
Smokey Robinson— Tamla/ 
1601TF 

The new album from this ageless 
wonder is called “Yes It’s Your 
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et set for the most amazing chase in the history of , 
video games. From the moment “Cheri” is kidnapped on \ : 
your Fantasy Island, an incredible rescue attempt begins 


Score points as you defeat enemies along the way. 
10 scenes of peril, kidnaps, escapes and romance! 
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1. Pirates kidnap “Cheri” from 2. You pursue pirate ship in hot air 


your Fantasy Island. The chase balloon. Avoid cannon fire and 
begins. land on deck. 


They'll pour their hearts and quarters into this —_ 
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5. Once aboard, you attack 
pirates with sword or lead them 
into cannon fire. As you approach 
“Cheri”, a bird steals her away. 


HI-SCORE oo POW iva 
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6. Travel through jungle it in n search 
of “Cheri” avoiding tigers, trees 
and natives. 


H I -SCORE no POW ERooseg 
9480 


9. isndon Bridge. Watch out for 
cannon fire. Lure hostile choppers 
into cannon fire; and if all are 
destroyed, bridge will open and 
you can save “Cheri”. 


4. Chase faeuch ra in 
balloon in search of “Cheri” but 
beware of coconut-throwing 
“Kong” gorilla and attacking 
birds. 


HI-SCORE gett’ pou-o 
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7. Arrive at native village and see 
“Cheri” tied to stake. Fight and 
destroy natives. Just as you think 
“Cheri” is saved, a helicopter 
whisks her away. 


5. Bird has “Cheri” Sate in Higa 
roost. Watch out for coconut- 
throwing baboon and sly foxes. 
As you attempt to save “Cheri”, 

a native kidnaps her. 
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8. Continue chase across the sea, 
avoiding deadly helicopters and 
fly onto... 


10. As you drift away in your hot 
air balloon with “Cheri” safely 
inside, she says “I love you”. 
Begin again! 


SPECIFICATIONS 
Total of ten different scenes! 
Electrical AC/100/120/220/240vV 
50/60 HZ 105W 
Upright Model No. G-202 


\\ Distributed by: Uncrated _Crated— 
| \\\ | | Weight _ 248 Ibs 278 Ibs 
| | (112 ka) (126 ka) 
When profit is the name of the game. Height 67 in 70 in 
Rock-Ola Manufacturing Corporation (170 cm) (178 uy 
800 North Kedzie Avenue Depth 29%), in 33 in 
Chicago, IL 60651 U.S.A. (76 cm) (84 cm) 
Tel: (312) 638-7600 Cable: “ROCK” Width 24 in Bin 
TWX: 910-221-2716 (61cm) (71cm) 


International Telex: 499-0276 


Form No. G-202, Printed in U.S.A. 


Cocktail Table version available Model No. GC-202 


Lady.” And the song chosen as the 
first single from the new Ip is perfect, 
as usual! It’s breezy and soulful and 
packed with superb instrumentation. 
The bass line is the hook throughout, 
with a lush string arrangement down 
in the mix. But, there’s more! A brief, 
yet effective, sax solo three-quarters 
of the way through and those 
patented vocal chords of Mr. 
Robinson keep Motown on the map 
and this record a contender for the 
crown: 10 out of 10 on highest chart. 


Edge of Seventeen (Just Like The 
White Winged Dove)— 
Stevie Nicks—Modern Records/ 
7401 

There’s a bit of confusion sur- 
rounding the release of this record. 
There could be two versions floating 
around: one “live” and one “studio.” 
Nevertheless, it’s still the same song. 
And what a song! Stevie’s in fine 
form once again on this medium 
tempo rocker. The “chug-a-lug” beat 
makes this one sound more like 
Fleetwood Mac than some things the 
group has done together in quite 
sometime: 10 out of 10. 


Chariots Of Fire—Vangelis— 
Polydor/PD 2189 

Every once in a while a song 
comes along that is totally different 
than anything being played and 
heard at the time. “Cast Your Fate 
To the Wind” from the Sixties and 
“Close Encounters Of The Third 
Kind” of the Seventies come to mind. 
And this is another one of those. 
Heavily synthesized, there is a beau- 
tiful melody all the same. Nice song 
to relax to while stuck in traffic some- 
where. Could go as high as 9 out of 
10. 


The Longer You Wait— 
Gino Vannelli—Arista/AS 0664 
This singer has been like the 
chicken inside of an egg, waiting to 
be hatched. With this, the debut 
single from his second Arista album, 
Gino seems to be emerging from his 
shell. And in his words—“the longer 
you wait, the days are getting shorter 
and the farther you drift from the 
shore.” Great gutsy vocals from this 
lady-killer, excellent background 
vocals and instrumentation (particu- 
larly the sax solo) all add up to 
another hit notch in his belt: 9 out of 
10 or more. 


Teach Me Tonight—Al Jarreau— 
Warner Brothers/50032 

The song is the classic Gene 
DePaul/Sammy Cahn composition 
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which has hada few “cover” versions 
in its day. It’s dreamy and a perfect 
showcase for the sensitive jazz 
oriented vocals of this truly talented 
singer. The sax must be making a 
comeback! It’s in this one, too! And 
it’s a perfect compliment to the vocal 
stylings of this recent double 
Grammy winner. This last fact, my 
friends, is just about all the insurance 
one needs for success when the 
record follows so “hot on the heels,” 
as it were; 10 out of 10 in many 
categories. 


Somebody To Love—Dwight 


Twilley—EMI America/ 
P-B-8109 

For those of you who don't 
remember, it was this gentlemen 
along with Phil Seymour who made 
up the Dwight Twilley Band of the 
early Seventies. Remember “I’m On 
Fire”? This first-in-a-long-time effort 
from Twilley is just simple rock in 
one its more primitive states. Pound- 
ing drums with hints of fuzz-guitar 
somehow carry this one through. His 
double-tracked vocals also hearken 
back to a musical ear of long ago. 
Well produced and probably well 
accepted; 9 out of 10. 
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We're Playing Your Song. 


From the electronic wizards at Marantz comes the Marantz Ragtime Piano, an 
exciting, profitable addition to coin-operated entertainment. It’s a self-playing piano 
with a patented computer mechanism that uses cassette tapes to control the piano keys 
and pedals, producing a vivid, “‘live’’ performance. Gone are the limited selections, 
brief playing time and mechanical problems of old-time piano roll players. 


That’s Entertainment! 

The Ragtime Piano means music and 
style that will never go out of date. It 
eliminates the trouble and expense of 
replacing worn piano rolls or changing 
records on a juke box. The Ragtime Piano's 
fine traditional styling fits any decor, and 
with the push of a hidden button, it'll even 
play Happy Birthday! Plexiglass panels 
allow customers to watch the mechanism 
and keys in action, and that’s adding 
solid entertainment value. 

Easy to Place 

The Ragtime Piano is a welcome 
replacement for a juke box in many clubs, 
restaurants and lounges, and will open 
doors that reject juke boxes. It can even 
perform as an ordinary piano; in fact, if a 


club already has a piano, you can install our 


Marantz mechanism and convert it easily 
into a profitable, coin-operated piano. 


And it eliminates the problems of keeping 
up with top ten hits. 
Easy to Service 

Modular electronics make the Ragtime 
Piano easy to maintain and unlike other 
automatic pianos, tuning and service is 
a snap. And with Marantz, technical 
expertise is never further than 
your phone. 

High Return 

The Ragtime Piano promises maximum 
return on your investment at a substantially 
lower price than you'd pay for an old- 
fashioned player piano. If you recognize the 
music of profits, give us a call toll free at 
1-800-438-7023. Distributorships available. 
As always, Marantz is playing your song: 
the Jingle of Silver. 
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Marantz Piano Co./Box 460/Morganton, NC 28655/704-437-7135 


133 


No. 6 in the Series 


Business Myth of the Month 


By Charles C. Ross 


The Myth 
“Tf I put another machine at 
that location my revenues will 
increase, so I should go ahead 
and place a machine there.” 


This myth is one that may or may not 
prove to be a myth. Here again the 
fallacy of the operator’s thinking is in 
looking at revenues and not looking 
at profits generated per machine. 

Many times an operator will have 
several machines at a location and 
because of space availability or a gut 
feel, the operator or the location 
owner will decide that the location is 
in need of more machines. 

Well the big question is: “If we do 
put more machines in the location, 
what is going to happen to profits 
generated at the location?” (The 
question is not what is going to 
happen to revenues which may very 
well go up while profits go down.) 

So in essence we are asking the 
question, “What is the optimal num- 
ber of machines to place at the loca- 
tion?” Now that is a very difficult 
question to answer, mainly because 
of the different quality of machines 
which could be placed at any loca- 
tion. In other words we could have 
machines which are in the top 10 in 
the national polls or machines which 
are not in the top 10 in the polls. The 
machine mix will have a great deal to 
do with the profits generated at the 
location. 

For the purpose of demonstration 
of how to approach the problem we 
will assume that the operator has 
placed machines which he feels are 
proper for the location and is now 
considering the placement of more 
machines at the location. 

At the Palm Club, a location of the 
““Magic Machine Amusement 
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Company,” operator A. C. Outlet 
has four machines placed. An 
income statement for the four 
machines follows: 


Weekly Revenues $548 
Location Costs 389 
Admin. Cost 75 
Location Net Income $ 93 


A brief explanation is needed at 
this point. The location cost in the 
location income statement includes 
the depreciation on the four pieces of 
equipment, the 50% split to the loca- 
tion; employee service time, and 
travel expenses to and from the loca- 
tion once aweek. The administrative 
cost is a per-machine cost of oper- 
ating Mr. Outlet’s entire route. 

Now Mr. Outlet is considering the 
placement of one additional machine 
in the Palm Club. Two possible out- 
comes are show below: 


Outcome Outcome 


#1 #2 
Weekly Revenues $600 $675 
Location Costs 432 483 
Admin. Costs 94 94 
Location NetIncome $ 74 $ 98 


Again a brief explanation is 
needed. The location costs are differ- 
ent for each of the locations because 
part of the location costs is the 50% 
split to the location owner. The 
administrative costs increased 
because administrative costs are 
allocated on a per-machine basis and 
there is now one more machine at 
the Palm Club location. 

If the operator faces Outcome #1, 
the solution to the problem is quite 
simple. Why should he put another 
machine at the location? True his 
revenues increase (thus the belief in 
the myth), but his net income from 
the location dropped by $19 per 


week. Hardly a good business 
decision. 

Now for a little more deception 
created by revenues. In Outcome #2 
the revenues per week increased 
from $548 to $675, an increase of 
$127 per week. Many operators 
would consider that a fair increase 
for the placement of the additional 
machine. However, in terms of net 
income the increase from the addi- 
tional machine is only $5 per week! 
That small amount of increase in net 
income will make any operator think 
twice about the placement of 
another machine at a location. 

Two things become painfully 
obvious. One, just because the 
revenues are going to increase with 
the addition of another machine at a 
location does not mean the machine 
should be placed at the location. The 
question is: Are revenues going to 
increase enough to offset the added 
depreciation expense and administra- 
tive overhead associated with that 
additional machine at the location? 

The second observation is painful 
but not so obvious. The days of the 
50% split must come to an end—or 
operators are going to let the biggest 
boom in the history of the amusement 
machine business be harvested by 
the locations. (That will be the sub- 
ject of a future article in this column.) 

So the next time a location calls 
and says, “We have just moved out 
two tables so you can bring us two 
more machines,” do your homework 
before you leap in there with addi- 
tional equipment and additional 
expenses. Make sure it will pay off in 
terms of net income, not in terms of 
the ever-deceiving revenues. 


Charles C. Ross is a partner in the 
firm of Innovative Management 
Consultants which specializes in 
consulting to amusement operators. 
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‘The Arcade School 


by Randy Fromm 


Know your regulators 


With few exceptions, the inte- 
grated circuits used in electronic 
games require the use of low voltage 
power supplies. The vast majority 
of ICs need only a single +5 volt 
power supply to operate. But some 
require three different voltages! 


Many of today’s video games use a. 


computer system whose power sup- 
plies must provide not only +5 volts, 
but +12 volts and -5 volts as well! 
That’s right—negative power sup- 
plies are often used in video games. 
And a negative power supply is just 
as important to the proper operation 
of the game as any of the positive 
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power supplies! 

Regardless of whether the power 
supply is positive or negative, it is 
important that the output voltage 
remains constant, and not fluctuate 
appreciably. If the output voltage 
varies more than about +/- 5%, the 
computer can do all kinds of wacko 
things! You may see “garbage” on 
the screen, strange numbers or 
letters may appear, the picture can 
“freeze up,” or any of a number of 
different symptoms may occur. 

For that reason, most of the sup- 
plies that power the computer are 
“regulated” power supplies. Before 
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the DC power supply is connected to 
the computer, the current passes 
through a circuit called a “voltage 
regulator.” The voltage regulator cir- 
cuit assures that, despite any 
changes in the voltage at the AC 
power receptacle, the voltage of the 
supplies that power the computer 
remains constant. 

There are a few different types of 
voltage regulator circuits. Some 
regulator circuits use a combination 
of transistors and Zener diodes to 
perform the voltage regulation func- 
tion. Others use transistors and inte- 
grated circuits. 

One very popular type of voltage 
regulator for use in video games (and 
electronic circuits in general) is the 
“three terminal regulator.” The three 
terminal regulator is actually an inte- 
grated circuit that has all of the volt- 
age regulator functions in a single 
package. This makes it easy to regu- 
late just about any power supply! 
You simply connect the unregulated 
DC to the input of the regulator, and 
take aregulated DC from the output. 
The three terminal regulator does all 
the work of regulating the voltage, 
keeping it constant (see fig. 1). 

When video games have problems, 
the cause can often be traced to a 
power supply failure somewhere. 
Quite frankly, there are generally 
only three things that fail in power 
supplies. The most common failure 
is to have the diodes (rectifiers) short 
circuit, causing the fuse to blow. 
Other than that, it’s a toss-up 
between a bad filter capacitor and a 
bad regulator. Neither of these will 
blow the fuse, but failure of either will 
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STOP THIEF! 


NEW -HIGH POWERED WIRELESS BURGLER 
ALARM FOR THE COIN-OP INDUSTRY 


e INSTALLS IN MINUTES 

e BATTERY POWERED 

e SOLID STATE CONSTRUCTION 

e TRANSFERABLE-MACHINE TO MACHINE 
e FITS ALL GAMES & VENDING EQUIP. 


SECURITY MASTER™ IS A MINIATURE ALARM SYSTEM 
SPECIFICALLY DESIGNED FOR COIN-OP EQUIPMENT. 
CONSISTING OF SOILD-STATE TRANSMITTERS AND 
RECEIVERS, ALL THE OPERATOR HAS TO DO IS ATTACH THE 
TRANSMITTER TO HIS EQUIPMENT. IF THE MACHINE IS 
TAMPERED WITH, A SIGNAL IS SENT TO THE RECEIVER WHICH 
SETS OFF A HIGH POWERED SIREN. 


ALSO AVAILABLE IS AUNIQUE “GAME THEFT SENSOR” WHICH 
PREVENTS UNAUTHORIZED PERSONS FROM ATTEMPTING TO 


REMOVE MACHINE FROM YOUR LOCATION. 


FOR FURTHER INFORMATION, CONTACT: 
PDI SYSTEMS 
WHOLESALE DIVISION 
P.O. BOX 720476 
ATLANTA, GA. 30328 
“THE CHEAPEST INSURANCE YOU CAN BUY...Anywhere!” 


division of Wares’ 


announces 


Reduced Distribution Costs! 


Now you can transport your arcade video games UNPACKAGED. 
They ride blanket-wrapped and strapped in our air-ride trailers. 

This eliminates the labor and materials costs of packaging. The 
result is a saving of $18-$25 per video game. 

We can ship 57-60 arcade games per trailer load. Your reduction 
in distribution cost is $1200-$1500. Despite our regulated tariff sched- 
ule, your cost is less with our method. Asa result, your total net savings 
per trailer, by shipping unpackaged, will be $400-$800. 

Can you afford not to consider this alternative to your present 
method of transportation? 

See our representative at the AOE show or call us toll-free 
800-257-7046, N.J. toll-free 800-642-3737. 


Vi DEO GAM E TRANSFER Division of Wares’ 


P.O. Box W e Vineland, N.J. 08360 


A special commodities carrier 
UVL ICC NO MC 67234 Wares’ ICC NO MC 59617 


cause the computer to behave errati- 
cally at best, or not at all. 

Since failure of one or more of the 

three terminal regulators in a game is 
a fairly common occurrence, the 
more we know about them, the 
easier it will be to find the bad part, 
replace it (usually at a cost of little 
more than a dollar), and get going to 
the next service call. 
One of the most popular types of 
three terminal regulators is the 
LM78XX series. This regulator 
comes in a TO-220 package (see fig. 
2). This type of package may be 
familiar to you as the same as is used 
for a pinball machine’s solenoid 
driver. This particular package for 
electronic components is designed 
as the TO-220 (Transistor Outline 
number 220) package. But don’t 
automatically assume that any TO- 
220 package contains a transistor. 
For, as we see here, it may actually 
be a voltage regulator integrated cir- 
cuit. The only way to tell what the 
part actually is, is to look at the part 
number that’s printed on the part 
itself. It’s just like going to the dairy 
section of the supermarket to get a 
carton of milk. All of the milk pack- 
ages look pretty much the same. The 
way to tell the difference between 
regular, low fat, and non-fat milk is to 
read what’s printed on the carton 
itself. The label tells you what’s 
inside. 


Typical regulators in games 

The LM78XX series of three ter- 
minal regulators comes in a variety of 
different output voltages, but in 
games we generally see only three: 
+5, +12, and +15 volts. Notice that 
these are all positive voltages. The 
LM/78XX series can be used to requ- 
late positive voltages only! A differ- 
ent series of regulators is used to 
regulate negative power supplies. 
(We'll get to those later.) 

The output voltage of the regula- 
tor can be easily determined by look- 
ing at the part number that’s printed 
on the device. The output voltage is 
indicated as the last two digits of the 
part number, where the “XX” is. 
Thus an LM7805 is a +5 volt regula- 
tor, an LM7812 is a+12 volt regulator, 
and an LM7815 is a +15 volt regula- 
tor. This makes your job easy when 
troubleshooting, because you don’t 
have to look up the part number ina 
“databook” (reference book of parts 
and part numbers) to find out what it 
does and what the output voltage is 
supposed to be. You know that a 
type LM7805 is supposed to have a 
+5 volt output just by looking at the 
part number. 
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All of the LM78XX series voltage 
regulators can handle output current 
of at least one amp, and all have the 
same connections. This is, the lead 
on the left is the input connection, 
and the lead on the right is the output 
connection. The center lead (which, 
by the way, is always connected to 
the metal tab on the top of the pack- 
age as well. This is true for all TO-220 
packages, whether they are regula- 
tors or transistors.) is usually con- 
nected to ground. It’s important to 
know how the leads are arranged. By 
knowing that the right lead is the out- 
put, testing the voltage regulator is a 
simple matter of measuring the volt- 
age at the output lead. It should be 
the same as, or pretty darn close to 
the voltage indicated by the last two 
digits of the part number. 

The unregulated DC, which is the 
input to the regulator, will always be 
somewhat higher than the regulated 
output voltage. In order to regulate 
properly, the unregulated input volt- 
age must be at least 2.5 volts higher 
than the output voltage. For a +5 volt 
output, for instance, the input must 
be at least +7.5 volts or the regulator 
will “drop out” of regulation. 

In fact, you will always see the 
unregulated input voltage be sub- 
stantially higher than the output. 
Often, the unregulated input to a +5 
volt regulator will be somewhere 
around +10 to +12 volts. In Atari’s 
Asteroids, there is a +5 volt regulator 
that actually has around +22 volts as 
the unregulated input! Although this 
is well below the maximum input 
voltage rating for the device (+35 
volts), the high input voltage does 
cause this particular regulator to fail 
fairly often. Many of the Asteroids 
board repairs are a simple matter of 
testing the output of the +5 volt regu- 
lator (the middle regulator in fig. 3) 
on the right hand lead and finding it 
bad—typically, it will have a very low 
output voltage, from a fraction of a 
volt, up to a volt or two—checking 
the input voltage on the left hand 
lead and finding it to be good (+22 
volts), and changing the faulty regu- 
lator. 

Certainly, if the input to the regu- 
lator is good, but the output voltage 
is bad, the regulator itself must be 
bad! That’s how to test them. If the 
input’s good and the output’s bad, 
the regulator itself is almost 
assuredly bad. 

There is another series of part 
numbers that you will also see for 
positive, three terminal regulators. 
The LM340T-XX is an upgraded ver- 
sion of the LM78XX series. You will 
see the two used interchangeably. In 
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fact, some regulators actually have 
both part numbers printed on them. 
The connections are the same input 
on the left, ground in the middle, and 
the regulated output on the right. 
The voltage of the LM340T-XX 
series is shown as the number in 
place of the “XX.” Thus an LM340T- 
12 is the same as an LM7812. Both 
are +12 volt regulators. 


Suppliers’ designations 

These regulators are available 
from a number of different semicon- 
ductor manufacturers. Although the 
basic part number remains the same 
between them, different manufac- 
turers use different prefix letters in 
their part numbers. The LM prefix is 
used by National Semiconductor. 
Fairchild uses uA as a prefix. 
Motorola uses MC. The two-letter 
prefix can generally be ignored. Thus 
a uA7805 is the same as an LM7805. 

Regulating negative power sup- 
plies requires the use of a negative, 
three terminal regulator. The 
LM79XX series is used to regulate 
negative power supplies. As before, 
the output voltage is indicated by the 
last two digits of the part number. 
Thus a 7905 is a—-5 volt, a 7912 is -12, 
and so on. Another part number you 
might see for the same type of regula- 
tor is LM320T-XX. As before, the 
last two digits indicate the output 
voltage. 

It is very important to note that the 
connections are different for the 
negative regulator! The right hand 
lead is still the output, but the other 
two leads have been swapped. The 
left lead is grounded, and the middle 
lead is the unregulated input. 
Remember, the middle lead is also 
connected to the tab of the device. 
This means that the tab might have 
as much as -22 volts on it. The left- 
hand regulator in figure 3 is a 7915, 
-15 volt regulator on an Asteroids 
board. Notice how the grounded 
metal backing has been etched away 
from behind the metal tab of the 
device. This prevents it from short 
circuiting. 

The 78XX and 79XX series have 
fixed output voltages. Some games 
have adjustments that allow you to 
set the output voltage of the regula- 
tor with a variable resistor or “poten- 
tiometer” (see fig. 4). An adjustable, 
three terminal regulator is used 
when adjustment is desirable. The 
LM317 is an adjustable, three ter- 
minal regulator. Notice that the con- 
nections are different on this regula- 
tor too. The adjustment input is on 
the left, the output is in the middle, 
and the input is on the right. ® 
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it means 
something 
at Active. 


Whether it’s an evaluation of 
a new game or service back- 
up, you can always expect an 
honest answer from us. 


® Top Lines 


@ Professional Help 


@ Solid Service 


WE HAVE THE BEST 
EQUIPPED, BEST STAFFFD 
SERVICE/PARTS 
DEPARTMENT 
IN THE AREA. 


ACTIVE 


AMUSEMENT 
MACHINES CO. 


666 No. Broad St. 
Philadelphia, PA 19130 
215/684-1600 


1-800-822-3748 (PA) 
1-800-523-3523 (NJ & DE) 
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Handbook tells how 


New operators can cutcosts 


Have you been feeling the squeeze 
of this recession on your net profit? 
Are you interested in lowering your 
overhead? If you are a small indepen- 
dent operator you have most likely 
answered “Yes” to these two ques- 
tions. 

I have run a small route for six 
years and it has always been my 
objective to lower overhead and 
keep the net profits as high as pos- 
sible. Small operators have always 
been subjected to the spiraling costs 
of equipment and service. Learning 
to operate in a highly technical field 
such as ours has been challenging at 
best. If you can’t service your equip- 
ment yourself then you are at the 
mercy of the factory, local distri- 
butor, or qualified independent ser- 
viceman—all of which increases 
down time of your machines and 
decreases your net profit. 

When was the last time your distri- 
butor raised his service fees citing 
rising costs to him and the need to 
employ more expensive test equip- 
ment to provide better service for 
you? The small operator who does 
not know much about electronics 
may ask himself how he can get 
around this additional expense and 
keep his overhead from eating away 
at his profits. 

If you really are interested in cut- 
ting your overhead then following 
these suggestions will help you 
accomplish this goal: 

A. Attend all factory sponsored 
schools held in your area. In most 
cases these are offered at no 
expense. (Check with your distri- 
butor.) 

B. If you subcontract your work 
out to an independent serviceman be 


Miah 


The Henry W. Mali & Co. Inc. 


257 Park Ave. South 
New York, NY 10010 
(212) 475-4960 


Call Toll Free: (800) 223-6468 
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present when he does his work. Ask 
questions and above all learn from 
him to save calling him again for a 
similar problem. 

C. Enroll in a basic electronics 
course to get some background on 
symbols and definitions of electronic 
terms and to better understand the 
principles of electronics. 

D. Hire an electronics student 
from a local high school or technical 
school. 

If you are running in a small route 
and need help cleaning and repairing 
games in order to free you for more 
important things, then consider 
hiring a high school student that is 
ambitious, knowledgeable and reli- 
able. The trick is finding one to meet 
your requirements. Here is what I 
have done and it may help you, also: 

First, phone the high schools in 
your area and inquire as to whether 
they offer an electronics class to 
their students. If they do, then set up 
an appointment to meet with the 
instructor. After an introduction and 
explanation as to who you are, what 
you do, and what you want, ask him 
if he would assist you in finding a stu- 
dent who would like to work a few 
hours after school and on weekends. 
Be sure he understands that you 
want someone with some electronics 
knowledge who is responsible and 
reliable. 

After obtaining a list of interested 
students, arrange for individual inter- 
views. Questions you may want to 
ask during the interview are such 
things as: (1) the types of electronics 
classes he has taken and what 
grades he received in these classes; 
(2) what their interests are (remem- 
ber you are looking for a student 


by Dick McNicholas 


genuinely interested in electronics); 
(3) does he possess a valid driver’s 
license? 

Once you have interviewed the 
applicants and have selected the one 
you feel fits your needs then have 
him work a few hours with you to fur- 
ther see what his abilities and capa- 
bilities are. If you are pleased with his 
work then design a work schedule 
for him. You will need to work 
closely with him initially to show him 
how you want the work done. 

Remember all employees must be 
taught what is expected of them and 
what they are to expect from you. 
Once you have come to a decision 
on the employee it would be advis- 
able to call the others you had inter- 
viewed and let them know the posi- 
tion has been filled. You may want to 
retain in your files the applications of 


others you felt might be qualified 
prospects for employment in the 
future. ) 


Cutting the cost of repairs is one of the 
keys to maintaining a high net profit and 
perhaps the easiest place to start. This 
topic and many others are covered ina 
newly published book entitled Amuse- 
ment Machines: Your Route to Success, 
authored by McNicholas and which sells 
for $19.95 plus $2.50 for postage and 
handling. It is a manual written for the 
industry by an experienced independeni 
operator. In it you will learn about the 
basic operation of an amusement route 
from the very beginning steps. It points 
out the pitfalls and shows how to avoid 
them. 

For further information on this book 
write Publishers- Press, Dept. PM, 1935 
SE 59th, Portland, Oregon 97215. ce) 


Billiard Cloth 


Style 820—Plain, Style 920—Backed 
Fabrics developed specifically for 


coin-operated tables. 


Available through your distributor. 


Write or call for color card. 
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Minoru Arakawa 


Nintendo of America is a relative 
newcomer to the video game mar- 
keting wars of the United States. It 
entered the market with a big splash, 
though, when it introduced its hit 
game Donkey Kong in the Fall of 
1981. By the end of the year, 
Nintendo says 25,000 Donkey Kong 
units had been sold in the U.S. mar- 
ket, and the game rapidly went to the 
number one slot both in the States 
and in Japan. 

In January 1982, Nintendo, a sub- 
sidiary of Japan’s Nintendo Co. Ltd., 
began a new phase of its American 
operations when it opened a small 
warehouse-assembly plant in Seattle. 

There, in 22,000 square feet of 
leased space, a handful of Nintendo 
employees now assemble 50 of the 
400 Donkey Kong games the com- 
pany averages selling per day in the 
United States. 
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Donald James, in Seattle plant. 
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Nintendo in America: 


Climbing into 
videos market 
from a new base 


That’s just the beginning, though. 
Scheduled for March, another 30,000 
square feet will be added to 
Nintendo’s leased space. By this 
time next year, the corporation 
hopes to have completed an 80,000 
square foot building in the Seattle 
area, which will include its parts and 
service facilities. 

Nintendo will move its national 
headquarters into the Seattle build- 
ing from its present New York 
offices, and from it will be coordi- 
nated the firm’s U.S. marketing 
campaigns. 

The building will also serve to 
warehouse Nintendo’s coin-op video 
games destined for the U.S. market, 
along with other products the com- 
pany will market here, and will be an 
assembly plant capable of turning 
out up to 300 video games per eight 
hour shift, company officials say. 
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On the Nintendo team: (left to right) Marketing Director Ron Judy, President A 
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rakawa, and Production Manager 


by Lee Shearer 


With an eye to the future, the build- 
ing will be designed to permit easy 
expansion, if more space becomes 
needed. 

Nintendo, it would seem, is primed 
to begin American operations ina big 
way. It has taken a little time, but 
now Nintendo also has a network of 
about 80 distributors; 95 percent of 
Donkey Kong sales have been 
through distributors, according to 
Ronald Judy, marketing director for 
Nintendo of America. “We’ve been 
slow in developing our network,” 
Judy said, explaining that the com- 
pany wanted to be selective in its 
choices. 

The company will also introduce 
as many as four new coin-op video 
games next year—some of which will 
be very different from anything now 
on the market, according to Minoru 
Arakawa, president of Nintendo of 


139 


140 


Is this Nintendo worker putting ‘the woman’s touch’ in the game that has hit wide 
popularity with players? 


The company began as a printer of playing cards, but as times changed, it went 
with the wave of high-tech games. 


America. 

Arakawa would not specify just 
what those differences will be, plead- 
ing ignorance rather than a desire to 
keep secrets. According to Arakawa 
and Judy, though, the new and 
patented features will involve faster 
electronic processing, heightened 
3-D and other display effects, and a 
larger computer memory capacity. 


Nintendo has plans in other areas 
as well. Shortly, the company will 
begin U.S. sales of its line of hand- 
held video games, which sell for 
about $27 in Japan. The firm may 
also begin marketing its home video 
games in this country. “We are think- 
ing of home video, but we have no 
particular plan yet,” Arakawa said. 


All this might seem ambitious for a 
new company, but then Nintendo is 
no new company. It’s just new to the 
United States. 

Nintendo was founded in 1889 by 
Fusajiro Yamauchi, whose grand- 
son, Hiroshi Yamauchi, is now 
president of the corporation. In the 
93 years since then, it has estab- 
lished itself as a major power in the 
Japanese amusement industry. 


The company began as a manufac- 
turer of playing cards, but as times 
have changed, so has Nintendo. Its 
products now include those already 
mentioned, as well as other large 
arcade-type games big enoush to fill 
a lane of a bowling alley. (No coinci- 
dence, since some Nintendo games 
were designed for bowling alleys 
before bowling lost popularity in 
Japan.) 

In Japan, Nintendo is a formidable 
competitor in the amusement busi- 
ness. According to Arakawa, 
Nintendo manufactures 95 percent 
of the playing cards sold in Japan, 60 
percent of the hand-held video 
games sold, 50 percent of the coin- 
Operated video games, and a 
commanding 85 percent of the home 
video games. 

According to Arakawa, Nintendo 
will. take a cautious approach to 
marketing video games here, and will 
put on the market only those that 
survive the corporation’s lengthy 
testing process. 

Games are developed by 50 
employees in three research and 
development teams, then tested 12 
weeks before test marketing. “We 
are fortunate to be able to take that 
attitude,” Arakawa admitted. 


But it seems a safe bet, based on 
Nintendo’s Japanese record, that it 
will be successful in carving out a 
slice of the U.S. coin-op video 
market for itself. @ 
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Produced by Midway Mfg. Co. under agreement with Namco Ltd. 


A more challenging version of the well-known 
Pac-Man maze game, Ms. Pac-Man is sure to be the most popular girl in the game world. 
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Hand-held games and coin-op videos 
boost Nintendo Co. Ltd. in Japan 


Business results of Nintendo in its 
home economy are swinging sharply 
upward in the current accounting 
year, The Japan Economic Journal 
reported recently. Pre-tax recurring 
profit for 1982 was projected at 10.8 
billion yen, a270 percent increase for 
Nintendo over the previous term, a 
growth which the economic news- 
paper attributed to heavy sales (2.5 
million units) of the Game & Watch 


home video marketed by the Kyoto- . 


based firm—and to brisk exporting 
of the coin-op video Donkey Kona, 
mainly to the U.S. operating market. 
Donkey Kong production in the U.S. 
has topped 35,000, according to a 
spokesman in Seattle. 

Exports from Nintendo’s home 
base were also rising sharply in 
Southeast Asia and Mideast mar- 
kets, reported The Japan Economic 
Journal. The company reportedly 
expects its sales by the end of the 
current fiscal year next August 
to reach 46 billion yen and _ its 


from us because... 
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ANYONE CAN MAKE PROMISES. 
THE PROOF IS WHO CAN DELIVER. 


In 1981, lots of people made lots of 
of promises about timely deliveries on hit 
games—like Midway’s Pac-Man. But if 
you're tops in sales, that indicates you not 
only made promsies but you kept them— 
by delivering those hit games—on time. 


But our customers have come to expect it 
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C.A. ROBINSON & CO. 


2891 W. Pico Bivd. @ Los Angeles, CA 90006 
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per-share earnings around 110 yen, 
compared to 53 yen for the preceding 
year. 

In fiscal mid-year, Nintendo was 
expected in February to score 6.8 
billion yen in pre-tax profit on sales of 
27 billion yen. Pre-tax profit rose 490 
percent and sales 240 percent, both 
more sizeable than expected, The 
Japan Economic Journal reported 
on February 9. 

American production of games by 
manufacturers such as Nintendo 
was attributed to “license contracts 
concluded by many of the Japanese 
makers in the past (being) extremely 
disadvantageous to the makers.” 
Nintendo itself was planning to test 
new games on the U.S. coin-op mar- 
ket as soon as they were developed 
in Japan—a departure from the usual 
lag time after Japanese development 
and licensing to American firms. 

The Japanese business paper said 
Nintendo plans to ship two new 
games to the United States in May. 


Sales in 1981 


Marketing officers at the manufac- 
turer’s Seattle base confirmed plans 
that the new coin-op videos will be 
debuted to the market at the Amuse- 
ment Operator’s Expo in Chicago, 
March 26—28, and will be in the dis- 
tribution pipeline in later spring. 

Contributing to Nintendo’s 
earnings record, said The Japan 
Economic Journal, were “the effects 
of production increase, exchange 
gain due to the yen’s depreciation, 
and improving financial accounts.” 

For its stockholders, Nintendo 
reportedly intends to keep its 
dividend for the current term 
unchanged at 10 yen and plans to 
boost its capital by 10 percent by 
free-share offering in February and 
August. 

The Tokyo publication notes in 
passing that home videos, “because 
of their high prices, have not become 
sO popular in Japan” as the con- 
sumer sets have now in the American 
market. 
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by C. C. Halfhaven 


DATELINE: Lake Dallas, Texas — 
In the face of public attacks against 
the coin-op industry, one Coy Opera- 
tor here has taken the bull by the 
horns and has shown what “good old 
Lone Star ingenuity” can do with the 
problem, and he’s made a few bucks 
on the side, to boot. 

Gene Kibbitz, of Kib’s Distributing 
& Laundry/Lake Dallas, told Play 
Meter that the whole thing started 
when he found himself with “turkey 
videos,” as he put it. Actually, they 
were upright Hopscotch machines 
by Nite-Flight Manufacturing, of 
which he had bought a carload from 
his shiftless brother-in-law Josephus. 
After two weeks on location, the vids 
had taken in a total of 73 cents, two 
bus tokens, and a stick of Juicy Fruit 
gum. In addition, Kibbitz was forced 
to pay one location owner $150 for 
damage to the carpet of a barroom 


Videos go to the dogs 


due to motor oil which had somehow 
leaked from the cabinet. 

Faced with an obvious cash flow 
problem, and unable to locate the 
brother-in-law for a good browbeat- 
ing, Gene called every distributor- 
ship in the southwest trying to sell 
the Nite-Flights at any price. When 
he finally found one distrib who 
didn’t respond with gales of laughter 
when he mentioned Hopscotches, 
he struck what he thought was a bar- 
gain with this distributor (who shall 
remain nameless*)—$400 per 
machine. 

Gene grabbed at the deal, and 
packed up his dozen Hopscotch 
machines (minus one, which sort of 
dissolved, the glue of the cabinet 
having come unstuck) to ship to the 
distrib. 

A week later, Kibbitz got a phone 


*Bob Nameless, Nameless Vending/ 
Hoboken —ed. 
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call from the dealer, who wanted to 
know, “Where’s my check?” 

“What check?” allowed Gene. 
“You were going to give me $400 per 
machine I sent you. That’s at least 
$4,000 you owe me!” 

Calmly the distributor restated the 
terms of the deal they had made (and 
he had a tape of the phone conversa- 
tion to prove it) that Gene would pay 
the distrib the freight charges plus a 
commission to take the Nite-Flights 
off his hands. “They’re a drug on the 
market!” said the handler. 

Sadder but wiser, Gene agreed to 
pay to get the dead-weight videos 
back again, and he pondered how to 
make something less of a loss out of 
the whole thing. 

Stuck for an idea, Gene was dis- 
assembling one of the turkeys one 
day, taking out the works and about 
to make a planter of the cabinet for 
his wife, while he was watching the 
new on TV. Lo and behold, City 
Councilman Hoss Barnstable was 
being interviewed by the new boys, 
and Hoss was allowing how he had 
discovered “Pac-Man games make 
$6 billion a year, and it’s time the 
county got a little revenue from the 
suckers.” 

A bleak picture was turning 
darker. Barnstable was proposing a 
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$1,000 annual revenue level on every 


video machine in the country! And it 
looked like the major and city council 
would go along with the _ idea, 
mercenary gentlemen that they are. 
Gene was about to start weeping, 
when his pup dog, “Wednesday,” 
came over and licked him on the 
hand. 

Wednesday’s kiss set Gene’s 
mental gears in motion. He ditched 
the plans for a planter and started 
carpeting the video cabinet. As 
Wednesday looked on, Gene 
painted over the bright graphics, and 
in a short time he had made a 
respectable doghouse out of the 
cabinet. 

To make a long story longer, the 
news fellows hopped on the band- 
wagon, and passing Gene’s house 
one day they shot film of Wednes- 
day’s doghouse, made of an obvious 
video cabinet. 

The TV crew made light of Wed- 
nesday’s place on the evening news, 
using their film footage at 1l asa 
counterpoint to a story about the 
rising popularity of video games. 

But the story has a happy ending. 
The local animal shelter people saw 
the TV news spot and put their 
heads together. It was decided that 
the dimensions of a video cabinet 


Two super profit makers from 


the people who make the world’s 


best coin-operated attractions 


PUNCHBALL 


make the perfect environment for 
the average canine: It has the height 
to give it the air a dog needs for 
placid sleep, it protects him from 
harm, it is warm in the winter, and so 
forth. 

So the video doghouse became 
the talk of Lake Dallas. And not only 
Gene with his turkey videos, but 
every operator within a light year 
was able to turn used video cabinets 
into a doghouse, with remarkable 
sales results. 

However, Mrs. Kibbitz is. still 
hounding Gene to make her a 
planter box. e 


Our thanks go out to operator Jon 
Kingston, Kingston Sales, Lake 
Dallas, Texas, who supplied the 
photograph (left). Jon said he felt 
that there are Play Meter readers 
who may also “have a few dogs lying 
around, and here’s just one idea for 
making use of the cabinet. Once the 
parts are stripped for swapping, the 
box could also make a nice aquar- 
ium, kids’ playhouse, a bird cage, or 
maybe a stereo cabinet.” Reporter 
Halfhaven adds that he plans to 
make himself a “mini-den” of an old 
cabinet, to which he can retreat to 
read, whenever his mate Eversharpe 
is nagging him. —ed. 
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Today’s “Chief Gripes’ of Operating 


Game hardware documentation 


When an investor is willing to 
spend $2,500 to $3,000 dollars to 
purchase a new game he should be 
guaranteed service. In many cases 
he isn’t. This investor is taking a 
chance on a new product which may 
or may not be the one that earns “Big 
Bucks.” In return for the buyer’s 
risk, he should receive a reliable, 
well-documented piece of equip- 
ment. Why isn’t this happening? 

I feel the primary reasons for this 
failure are: 

1. The manufacturer’s desire to 
cut costs. Not every game is a big 
winner for the manufacturer either. 
Should the manufacturer be 
required to provide documentation 
for a loser if they’ll only be building a 
limited number (hopefully) of these 
pieces? 

2. Research and Development 
departments for any manufacturer 
want to develop a good product but 
not a perfect product. If they were to 
design a universal system, might not 
management want to cut costs by 
cutting payroll in that department? 

3. Fear of piracy: If every new 
game is fully documented with sche- 


matics and a theory of operation, 
wouldn’t this make it easier for the 
pirates to steal the game? 


While these are all valid reasons 
for the manufacturer to change an 
individual game’s hardware and omit 
extensive documentation which is 
necessary for prompt and reliable 
service on a game—isn’t there asolu- 
tion which could benefit the manu- 
facturer, distributor, operator, and 
technician? 


Cut everyone’s costs 

If the engineering departments of 
the major manufacturers were to 
attempt to design a modular (one 
separate board) universal power 
supply, auniversal CPU board, RAM 
board, and sound board which 
would be identical for the next ten or 
twenty games that would be pro- 
duced, everyone would benefit. 


The manufacturer’s R&D costs 
for later games would be significantly 
reduced. The loss on a bad game 
could be minimized since the boards 
could be used in a later game. Parts 
and board inventory for the manu- 


by Jay Hanna 


facturer and distributor would also 
be reduced. The operator could use 
an older game, which produces less 
income, as a temporary parts source 
to repair the new “hot” game which 
breaks on a weekend. The techni- 
cian wouldn’t have to learn how to 
repair a completely different set of 
boards from the same manufacturer 
for each successive game. 

However, what is to be done about 
piracy? It seems to me that each 
major manufacturer should have in 
its employ an engineer who could 
design a “black box” which could 
decode a previously encoded set of 
ROMS. This black box could be 
changed from game to game as long 
as some form of self-test documenta- 
tion for this unit is provided, either in 
the firm-ware (ROMS/PROMS) of 
the game itself or through signature 
analyses. Think about it! 


Fd. Note: Jay Hanna is owner of 
Antares Game Repair Service Com- 
pany, Denver. He was a speaker in 
Amusement Operators Expo 1981 semi- 
nars and will hold a technical session in 
the March 1982 AOE in Chicago. 


More efficiency: It makes cents 


I feel like Andy Rooney on the CBS 
“60 Minutes” program. I am con- 
stantly bugged by the little things in 
life that don’t make sense. For 
example, every time I watch a 
weather report and they say 70% 
chance of showers, I say to myself: 
“Self. Does that mean 70% chance of 
showers on 100% of the area or 100% 
chance of showers on 70% of the 
area or 70% chance on 70% of the 
area?” By the way, don’t feel sorry 
for the weather tyrants. I don’t know 
too many businessmen who can 
make a living being wrong as often. 

Now I’ve only been in the coin 
acceptor business a short time, 
but I’ve already run into another case 
of verbal tongue-twisting that 
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parallels the weather tyrants. Did 
you ever wonder what 95% slug 
rejection means? Well, | want to tell 
you that I have not found any official 
definition that I would accept on a 
scientific basis. One of the rules 
could be: “If my competitor is not as 
good as! am and he claims 95%, then 
I must be 98%.” Another possibility 
is: “Let me pick the slugs and 1’ll pre- 
dict the performance.” 


My advice to users is simple. It’s 
easy to find out if a coin acceptor 
takes slugs that bother you. Put one 
in your worst location and find out. 
After all, how did you find slugs in the 
first place? 


Now I want to answer another 


by Burt Weiss 


question that “makes cents.” If elec- 
tronic acceptors are so good, why 
don’t more manufacturers use 
them? A simple lesson in economics 
is the answer. In a competitive mar- 
ket, will a manufacturer knowingly 
increase his cost without the finan- 
cial rewards? Obviously, it is the 
operator who benefits most from a 
better coin acceptor, not the manu- 
facturer. 

Another interesting point: If you 
are an Operator, do you know how 
much it costs you to solve a coin jam 
problem? Is there a man on site? Do 
you have to send a truck? Studies to 
which I’ve been exposed indicate a 
wide range of costs. If you’re an oper- 
ator and you talk to other operators, 
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you quickly learn that the total cost is 
$30, $35, or up for a remote location. 
Don’t forget there’s lost revenue any 
time your machines are down. 
Excuse me, how could you forget? If 
you re one of those who believe you 
get people, gas, and trucks for 
nothing, you won’t believe anything 
else I say either. 

As the video game market shifts 
from a seller’s to a buyer’s market, | 
see a lot of potential changes possi- 
ble which will benefit the operator. 
As aclone of Andy Rooney’s view on 
the world, I would like to give away 
an idea. Why doesn’t someone pro- 
duce a game with a guaranteed mini- 
mum time of play for the price you 
pay? This encourages the people 
with less skill to become better while 


the better players who don’t need it 
aren't affected. 

If this doesn’t sound reasonable, 
I’d like to point out that Pac-Man is 
popular in part because it’s not too 
hard. 

The idea of timed play is easy to 
implement in any electronically con- 
trolled game. In pinball, the player 
whose balls zoom to the bottom of 
the playfield because they are spastic 
when it comes to flippers, gets alittle 
psychological encouragement if an 
extra ball is given in a game where 
the time limit has not been reached. 
The additional play does not inter- 
fere with the reward for a good 
player because it’s at the other end of 
the spectrum. 

Oh, by the way. If the idea is no 


good, forget my name. If it is, send 
commission checks to my home 
address. © 


About the author: Burt Weiss, vice 
president/marketing of Third Wave 
Electronics, Inc., Ft. Lauderdale, claims 
he found his present job by accident 
(sitting next to someone ona plane) and 
has fallen in love with his new-found 
industry. His background is with the 
missle range and, later, commercial 
computer system fields, and he has 
quickly adapted to his new environment. 
A self-professed workaholic, he believes 
in “the grassroots philosophy of being 
where the action is,” and therefore is 
rarely found behind his desk. To quote 
Burt: “If you’re going to work hard you 
might as well have fun doing it.” 


Make your gripes known 


The only thing more annoying 
than a video-game manufacturer 
that uses easy-to-cheat coin doors in 
its games is an entire industry that 
uses these doors. 

I’m referring to any front door that 
makes no provision for adding string- 
cutters or antipenny devices, or that 
allows penny-flipping through the 
coin returns. 

The industry has used a variety of 
front doors in video games, the best 
of which have been pinball doors. 
These doors are more difficult to 
cheat than any other video door 
because rejected coins from either of 
two mechanisms fall through a chan- 
nel into a single coin-return cup. 

No built-for-video door has ever 
included this design feature, which 
eliminates penny-flipping. And, inci- 
dentally, no pinball door has ever 
used plastic for integral parts, either 
inside or outside. 

Some operators might wonder 
why their video-game doors suffer 
jammed coin-return buttons and 
broken external parts, while their 
pinball doors always look fine. One 


reason, aside from violent abuse, is 
that when kids run out of money they 
push reject buttons and stick their 
fingers in the coin-return cups to find 
unclaimed quarters. When they do 
this on a pinball door, no real harm is 
done. On some video-game doors, 
this practice sometimes leads to dis- 
aster—a service call, at least. 


The only abuse I have observed on 
recent pinball doors is the trick of 
blowing water through a straw into 
the coin slot to short out the coin 
switch (fixable by coating the wire 
terminals with silicon cement). 


The design of pinball doors has 
remained substantially unchanged 
since the 1980s. Ironically, some cur- 
rent video-game doors are designed 
the same as pinball doors before the 
60s, with the mechanisms side- 
mounted to the door, and a return 
cup for each mech. The style pre- 
vious to this was the nickel push- 
chute. 

Really, there’s nothing so bad with 
the pre-’60s design if the necessary 
anticheat features are included. It’s 


An invitation to Gripe... 


by Paul Thiele 


just that modern pinball doors do not 
require all the add-on options (string- 
cutters are fastened to the coin 
mech, not the door). 

So far in the 1980s, it appears that 
some video-game factories are trying 
several different methods of improv- 
ing their front doors. This seems to 
be a sign that they are listening, and 
aware of the problem. 

At the same time, other firms are 
abandoning the sturdy doors that 
made their games the least cheatable 
in order to provide an “industrywide 
standardized door,” or in other 
words, to cut their manufacturing 
costs the way most of the other com- 
panies have. 


How to retaliate? 

So how should operators deal 
with the problem of front-door cheat- 
ing, and help rid the industry of 
inferior coin accepting/rejecting 
systems? 

e Should they apply a pressure- 
sensitive decal on each door that 
reads, “$1000 fine or one year impri- 
sonment or both is the penalty for 


Play Meter is open to operators’ written contributions to this series, with the hope that exposition of industry problems today, 
from the operating standpoint, will advance their correction. Subject matter should state a perceived problem and thengivea 
practical solution that could be undertaken to solve the problem, as the operator sees it. 

Please take an overview of problem areas, not one particular game’s failings, for instance. Problems may be technical/ 
mechanical in nature, however, or it could be the Government, the players, the landlord...or any common problem area that 
most annovingly presents itself to operators. No subject is taboo, but content should be within the bounds of good taste and 
not consisting of personal attacks on character or reputation. 

Decision of the editors is final, since we wish to avoid repetition and to explore as many different areas of the operating 
business as possible. All submissions will be fully considered. To be considered, writers should submit “Chief Gripes” at no 
more than six double-spaced typewritten pages in length. Address: Play Meter, P.O. Box 24170, New Orleans, LA 70184. 


PLAY METER, April 15, 1982 


147 


MONEY HANDLING GND 
PAPER SHREDDING MACHINES 


Sales Serving All Types 
Service Banks—Schools New—Rebuilt 
Vendors—Churches Customized — 
Rentals Municipalities to Meet Every 
Parts Laundromats Requirement 


Since 1925 


immediate Delivery 


Call Collect: (213) 380-4490 


218 N. Juanita Ave., Los Angeles, CA 90004 


LG AIA PE RELL 


Coin Sorters 


Downey- 5 Coins or Tokens 


Johnson 

Coin 
MGounters, Counter 
Wrapper 


ATARI © BALLY @ CENTURI © CINEMATRONICS e EXIDY e GAME PLAN 
GOTTLIEB © GREMLIN @ MIDWAY e NINTENDO 
ROCK-OLA @ STERN ® TAITO-e UNIVERSAL © U.S. BILLIARDS © WILLIAMS 


ARDAC @ AUTOMATIC PRODUCTS e COINCO 
MARS MONEY SYSTEMS @ MOYER DIEBEL ¢ SHARP OVENS 


: 


(ij 
a 
i 


S>>>>~E~~™E™=E>=a=EBD=EBBBA™"™h™>EE>EI>E>E>E>E>E>EEbbE>EbEOO)nDAH=E>E>~=E|»EE==E]E>=E~E~»~_i”»!_»”»™>»E=>=_= = Sp>apmpPSESE 
= =2164 MARIETTA BOULEVARD © ATLANTA, GEORGIA 30318 e (404) 352-3040} 


148 


using slugs in this machine (Criminal 
Code Sec. 167 USA)”? No. The kids 
of today know almost as much about 
the law as ways to disobey it. Neither 
a strung-up quarter nor a penny are 
slugs by definition. Thus, such a 
sticker would be of no help. 

@ Should they modify their logic 
boards to handle multiple coins-per- 
play, thereby making the way for 
penny mechs in the front door? 
(That way the games could give a 
credit after 25 pennies are deposited, 
either through the coin slot or the 
coin return. If one of the pennies 
didn’t register, a refund could be 
given with less financial impact on 
operator and location.) No, this 
would require the location to keep 
thousands of pennies on hand, which 
might prove impractical. 

e Should they express their dis- 
satisfaction to the manufacturers, 
trade publications, and each other; 
become aware consumers? That’s 
more like it! 

How many operators take the 
time to fill out the business-reply 
postcards provided in the shipping 
packet of a brand-new game? If every 
operator wrote his gripes—any and 
all—about the shortcomings of the 
new equipment, the manufacturers 
might start listening. 

Operators should keep manufac- 
turers’ toll-free numbers handy and 
call them when a problem arises, 
even if it’s about a coin door. They 
should not be ashamed to ask a 
“stupid question,” since many video- 
game problems arise from stupid 
design or workmanship. 

Before buying a game, do some 
research on it. Talk to other opera- 
tors about it. Ask the technicians at 
your distributor if the game has 
inherent problems, or needs any 
modifications. Go to the game cen- 
ters, or any location, and see which 
games are performing and holding 
up the best. Keep up with trade 
publications and read everything 
printed about new equipment, 
including advertising and brochures. 

Something many operators don’t 
seem to consider is that they could 
buy new games the way they buy 
cars, washing machines, or TV sets. 
That is, buying the products they 
believe are built the best. 

With such a wide assortment of 
games and manufacturers in the 
market, operators should not feel 
forced to buy a game they think is 
manufactured poorly. There is defi- 
nitely a place for consumer loyalty in 
the coin-op industry, as much as 
there is a place for sturdily built 
games that are difficult to cheat. e 
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Technical review geared for 
the operator who does not repair 
his own logic boards on location. 


coin of vantage 


by Paul Thiele 


D. Gottlieb, trusting 
that pinball is not dead, 
held its service schools 

on ‘System 80’ games 
such as its new 
Haunted House pinball 
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It’s always nice to see an amuse- 
ment game manufacturer do 
something for the operator that it 
really doesn’t have to do. I’m 
referring to the Gottlieb Amusement 
Games service schools held around 
the country recently. The purpose 
was to explain the innovations and 
features of the company’s “System 
80” games. 

During the introduction of solid- 
state circuitry into pinball in 1977, 
these schools were a must. The 
factories never could have made the 
changeover successfully without a 
concerted effort to educate opera- 
tors about the new technology. 


In my career travels I’ve witnessed 
three major technology change- 
overs. In the newspaper business, it 
was the conversion from “hot type” 
(the process of setting all type in 
lead) to “cold type” (using photo 
typesetters that spit out printed 
paper for offset printing process). In 
the teletype business the change was 
from paper-tape punchers that 
printed 100 words per minute, to a 
system of CRTs that feed data into 
magnetic-tape recorders and 1200- 
word-per-minute printers. 


In both these changeovers, the 
technical instructors were patient, 
explicit, and friendly, but the new 
methods were received by some of 
the staff with skepticism, wariness, 
and downright resistance in certain 
cases. 

In the coin industry, those opera- 
tors who stepped on the showroom 
floors to see Evel Knievel, Hot Tips, 
Stars, and Cleopatra, undoubtedly 
felt some of the same emotions when 
the solid-state pinball revolution 
began. 


Brushing-up on Gottlieb pins 


But, not a moment too soon, the 
manufacturers sent a blitz of techni- 
cians around the country to explain 
these games to puzzled operators. 
The service schools I attended at 
that time were all excellent, and the 
instructors seemed genuinely 
interested that everyone understood 
what was being taught. 

Most of these operators went on 
to buy the new electronic pins, and 
with the backup of toll-free numbers 
to the manufacturer service depart- 
ments, or with a call to the local 
distributors’ technician, most pro- 
blems could be repaired on location. 

Those operators who resisted the 
changeover to electronic pins pro- 
bably ended up buying only video 
games, which might have coined an 
industry proverb, “Ignorance is 
bliss—and profitable, too.” 

Apparently hoping that pinball is 
not dead, Gottlieb this year decided 
to prod operator interest in its pro- 
duct by explaining “System 80” as 
used in Haunted House, the firm’s 
latest pin. 

The game’s salient feature is a 
three-level playfield. Other qualities 
making it a pinball of note include its 
semi-wide body, fantastic ball speed, 
and excellent graphics. 


Refresher for operators 

The reason Gottlieb really didn’t 
have to conduct this seminar is 
because the system already had 
been in use almost two years, and 
troubleshooting it is not markedly 
different from the system as 
originally introduced. 

However, Abi Carmen, Gottlieb’s 
service engineer, did a good job of 
refreshing operators on service pro- 
cedures and noting innovations by 
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the firm at his Los Angeles seminar, 
cosponsored by Betson Pacific Dis- 
tributing Co. 

Carmen called attention to 
Gottlieb’s use of dedicated pop 
bumper boards—separate boards 
for each bumper—which eliminate 
the control board from the bumping 
process, and send a constant pulse 
to energize the bumper solenoid 
regardless of how long the switch is 
closed. In theory, this protects the 
solenoid because if the switch stays 
closed, the original pulse is used up 
and the solenoid won’t work until the 
switch is opened and closed again. 

Minor changes have been made 
on the self-test, which Carmen 
recommends that operators use as 
often as possible to locate problems. 
Gottlieb’s self-test returns to the 
attract mode after 60 seconds on any 
step, unless the test is extended by 
pressing the credit button. 

During the switch test, the corre- 
sponding numbers of stuck switches 
flash on the displays in sequence, 
instead of one at atime, so the repair- 
man instantly knows how many 
switches are stuck, instead of fixing 
one and then seeing another flash on 
the display. 

I did say the changes were minor. 


One saying that Carmen repeated 
several times during the seminar, 
regarding broken or _ burned-out 
parts of a game, was: “Throw it away 
and go buy another,” which to me 
intimated that you shouldn’t try to 
plug along with faulty parts as some 
pin operators seem to do. Those 
operators, however, do seem to 
apply Carmen’s advice when it 
comes time to clean a game. 


Seventh digit? 

I sensed a Gottlieb sore spot 
when the topic of seven-digit score 
displays was mentioned. Carmen 
said pinball critic Roger Sharpe’s 
constant harping on the firm to add 
the seventh digit was mainly respon- 
sible for the planned introduction of 
new score displays in future pins. He 
said this decision would cost the 
company a few million dollars, and 
he doesn’t believe the typical player 
cares very much when the score 
goes over a million. 

That brings up the question, What 
good are the high-score-to-date 
features if the highest scores are 
nullified because the player is “too 
good”? As has been the case since 
Gottlieb began making solid-state 
games, | think the company simply is 


the last one on the boat to adopt a 
popular play feature. 

The entire seven-digit controversy 
is unnecessary, anyway. Does any- 
body out there realize that every 
modern pinball display has a 
“dummy digit” that always reads 
zero? I’ve always wondered what the 
purpose of that digit was, aside from 
creating score inflation. Carmen said 
Gottlieb was the first pin company to 
use this feature, which was intro- 
duced in the mechanical era. 

How ironic. It seems that. if 
Gottlieb is so concerned about those 
millions of dollars, it could make use 
of this idle digit and revive the 
memorable “units unit” of the 
mechanical era. And for this reason, 
I hope Carmen isn’t going around the 
country criticizing Sharpe and other 
players who can’t understand this 
recurring weakness in Gottlieb 
games. ® 


Coin of vantage: “a position advanta- 
geous for action or observation.” 
Columnist Paul Thiele has been in the 
amusement game business for more 
than four years, formerly working as a 
Journalist and editor. He provides 
service for other operators in Southern 
California. —ed. 


Electronic Institute of Brooklyn Announces 


Our complete classroom course for the Video Game Repair Industry is now available on video tape for 
home study. This includes all materials necessary for hands-on troubleshooting work. If you're worried 


about not having a V.T.R., we'll rent you one for the length of the course. 
Also available to home study students is a free Hot Line to the instructor. 


Our course covers the following: 


Course Description: 
1) Basic Electronic Theory 
TTL Logic 


Using a digital meter 


2) | 

3) Power Supply (Theory & Repair) 

4) Monitor Memory & Repair (B&W. X-Y, Color) 
*)) 


) Using a Logic Probe | 

) Soldering techniques on double sided boards 
) Microprocessor and memory theory | 
) Electronic Pinball troubleshooting and repair 
) Video Game troubleshooting and repair 


6 
7 
8 
9 
0 
1) Reading & Understanding Schematics 


For more information, contact Loretta or Josephine 
at 212 3//-0369 (collect), or write. 


Our classroom schedule is as follows: 
Evening Classes (5 weeks) March 2 thru April 1 ¢ April 20 thru May 20 
Monday, Wednesday, Thursday — 7 p.m.-11 p.m. 


Electronic Anstitute of Brooklyn 


4801 Avenue N (corner E. 48th St.), Brooklyn, N.Y. 11234 
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rer space 


Open new markets 
INOU 


Now you can get your games 
into locations you thought were impossible. 
By staying outside! 


Meet The Video Outpost™ —an outlet breakthrough that gets you into high 
traffic areas and keeps your games out of trouble by reaching unheard-of 
heights in weather and vandal resistance. 


Video Outpost Offers: 


Ease of installation and service. It takes only 
one route man to put the games in and close 
the door. There’s even an optional loading 
ramp for locations that present problems. 


Fully adjustable bars across coin doors. 


An adjustable “player appeal” view shield 
fabricated from the same material used In 
aircraft windshields to provide maximum 
Impact protection. 


Player access to only game controls. 


Easy assembly. Easy mobility. Assembly 
requires only a wrench and screwdriver. 


Accommodation for any two games in a 
Structure the size of two phone booths. 


A design impervious to rains in driving winds 
of up to 50 miles per hour. 


A full hood to shield the player and to shield 
out glare from any light source. 


A covering of the latest in graffiti-proofed, 
rust-proofed scratch-proofed appliques. 
Even spray paint can be removed with a 
Simple solvent. 


Video Outpost lends permanence to a 
vendor/location relationship by the 
commitment it implies and by its very 
design. Now is the time to sew up new 
markets with an investment that won't be 
out of date next month, next Season or 


the next time someone mentions a new 
game to the location owner. Now Is the 
time to expand into new markets without 
having to expand your territory. And right 
now Is the time to do It all before your 
competition does! 


Contact your distributor now or call 
All-Weather Amusements Inc. collect, for the 
distributor nearest you. (516) 288-5252. 


Video Outpost is owned and manufactured exclusively 
by All-Weather Amusements Inc., Building 131, Ave B, 
Westhampton Beach, New York 11978. 


SPECIFICATIONS: 


Dimensions: H: 86” (Front), 79” (Back); W: 68”; 
Depth at base: 42” 

Security: All structural bolts inside and 
inaccessible. All openings can be closed off 
completely with lockable metal inserts. 

Power: Access through floor of unit for included 
exterior-quality power cord or metal conduit. Simple 
high and low knock-outs for additional power 
access. 4-way box for 2 games and 2 service outlets 
for soldering gun, etc. 

Anchoring: Can be attached to wall high and low 
through knock-outs in steel beams. Can be sunk 
into asphalt or concrete with specially designed 
leveling bolts. 

Ventilation: A wide range of temperature control 
through adjustable vents and ambient game heat. 
Optional climate control packages available for 
extreme-temperature regions. 


TM-Registered Trademark Patent Pending 


Remember: Outer space can be outdoors or indoors. Consider the possibilities in malls, office buildings, factories, etc. 


See us at Booth 446 and 448 at the A.O.E. 


SPECIAL: 
by Frank Seninsky 


A visit to the Bally plant 


It’s every crank’s dream to be in 
Chicago on a cold, snowy day 
attending a national college enter- 
tainment convention. Finding myself 
with a free day, it was instinctive that 
I give a friend, Paul Calamari, Bally’s 
vice president of sales, a call to 
request a visit to the Bally plant in 
Bensenville, Illinois. 

I was greeted by Paul; Arnie 
Arnstead, field service manager; 
Norm Clark, vice president/design 
engineering; Chuck Farmer, the 
president of the Pinball Division and 
Domestic Distribution; and Ed 
Schmidt, marketing service man- 
ager. Arnie volunteered to guide me 
on a grand tour of the division. 

Officially called “Bally Pinball 
Division,” this facility spans 180,000 
square feet and employs approxi- 


Sub-assembly area in the Bally Bensenville plant: 
job requirements. 
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mately 1000 workers. Here Bally 
turns out 200 pinball games and 200 
video games every working day. Due 
to the large demand of video games 
produced by the Bally-owned Mid- 


way Manufacturing Company (Pac- 


Man, Galaga, Ms Pac Man...), anda 
somewhat less demand for pinballs, 
it was a logical choice to assemble 
some video games here in Bensen- 
ville. On this day the pinball game 
Vector and video Galaga were “on 
line.” 

The first part of the tour was con- 
ducted in the design engineers’ 
cubicles. On the drawing boards 
(drafting boards) were futuristic pin- 
ball cabinet designs, candidates for 
new pinball backglasses and rows of 
“white boards.” The white boards 
are pinball playfields with no design 


Talent and patience are 


or colors but just playfield hardware 
(roll overs, pop bumpers, kickers, 
and flippers). The engineers move 
the hardware around and develop a 
game theme. From these model 
boards come the final finished play- 
field layouts. Bally designers have 
had great success in the past as 
evidenced with such themes as 8 Ball 
Deluxe and Centaur. 

The second area was the “life test” 
room. In this room engineers con- 
duct flex-cycle tests on all blade 
switches and hardware. As an 
example, the flipper end-of-stroke 
switches are put through more than 
five million flex-cycles before most of 
them break. Other pinball hardware 
such as springs, pop bumper rings, 
coil stops and brackets, flipper 
shafts, etc. are put through compres- 
sion, tension, and torsion tests. 

There is also this little guy named 
Gus who just walks around hitting 
everything with his little hammer and 
smashing everything in sight. I asked 
him to spend some time hitting the 
flipper coil-stop brackets because 
the screws shear off easily. He said 
Bally is aware of this problem and will 
be upgrading the screw shear 
strength for those screws used in 
heavy vibration areas. He also 
reported that his brother, Morris, is 
now ascreen star with Nintendo with 
a major supporting role in the pro- 
duction Donkey Kona. It is rumored 
that both Gus and Morris got their 
hammers from their grandfather 
Irving who helped design the first 
“striker” game. 

Next came a walk through the 
entire assembly area. The pinball 
section consists of three separate 
runs: the cabinet, the playfield, and 
the lightbox. Let’s start with the 
cabinet run. 

The cabinets come to the plant 
from Lenc-Smith in Cicero, Illinois, 
which also is Bally owned. Some of 
the Vector cabinets were put aside 
and modified with a National Rejec- 
tors Industries Dollar Bill Acceptor 
on one side of the “coin door” anda 
regular quarter acceptor on the 
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other side. The bill acceptor should 
add about $400 to the cost of the 
game if it proves profitable. | would 
hope that it would be incorporated 
into a video game in the near future 
also. This may be the answer to the 
operator’s problems of supplying 
change to locations where there 
aren't enough machines or space to 
warrant the purchase of a dollar 
change machine. 

I found the assembling of the play- 
fields to be the most interesting. The 
playfields arrive at the plant already 
“screened” (painted and baked) by 
Ad Poster of Chicago. Ad Poster 
also does the screening for most of 
the other pinball manufacturers. In 
the first step, the playfields are 
placed in a board hole spotter which 
is a two-sided press (just like the kind 
used in pressing clothes) that has 
nails on each side. These nails have 
been strategically placed (like cities 
On a road map) and when the press is 
closed, the nails make marks on both 
sides of the playfield where screws, 
rails, and hardware will be located. 

The second step is to secure the 
hardware onto the playfield. At this 
stage, all necessary holes are drilled 
in the playfield. This is done in 
assembly line fashion where each 
stage is attached in a logical prede- 


termined order. 

Before the remaining hardware 
can be attached, the wire harnesses 
must be attached to the playfield. 
Making these wire harness bundles 
is, in itself, a separate step. About a 
dozen plywood boards are set up 
with large nails placed in them. Wires 
are cut to go from nail to nail accord- 
ing to the color code, gauge, and 
length instructions on each wire 
board. The people whose job it is to 
lay out these boards are more con- 
cerned with keeping the wires 
orderly and out of the way of the 
hardware rather than figuring out 
paths that will minimize the total 
lengths of wires used on each game. 
Still, it takes quite a bit of talent to 
devise these nail boards efficiently. 

After the wires are placed on the 
nail board they are wrapped together 
with cable ties that are attached with 
either an air or electrical gun. The 
wire ends are then cut evenly and 
each wire is stripped by taking off 
about 1/4 inch of insulation. Each 
wire end then goes through a 
“double dip” process which consists 
of a first dip into a rosen flux anda 
second dip into “solder pot.” The 
rosen flux keeps the wire ends ina 
neat stand making it easier to solder 
or crimp to a terminal. The solder 


pot is a 60/40 ratio of tin/lead. (It 
used to be 50/50 just like commission 
splits are supposed to be). 

Next the terminal ends are 
crimped onto the ends of each wire 
that goes into a plug connector. This 
is done by holding the wire end ona 
terminal as a machine bends the 
terminal edges over the end of the 
wire. The wires are then plugged by 
hand into the female and male plug 
connectors. Bally also uses insula- 
tion displacement connectors. With 
this method, a gun presses a wire 
into a connector. The connector 
makes contact with four areas of 
each wire. This method eliminates 
the stripping, double dipping, and 
terminal connecting steps. When a 
harness is completed, the whole har- 
ness is put on a machine called a 
“continuity-comparison tester.” This 
tests for shorts, opens and reverses. 
A reverse would be a wire that was 
put into the wrong plug connector 
position; 95 percent of the wiring 
problems are eliminated by this step. 

The lightboxes are wired in the 
same way as the playfields. The 
boards are tested in the “Industrial 
Inspection” section. The boards that 
pass this initial inspection are placed 
into “burn-in boxes” and placed in 
self-test mode for a period of 24 


Tired of the Video Rat Race? 
Invest in a Line that EARNS Forever. 


ASCO 


@e DRIVER 
e CIRCUS 


® NINJA GUN 
@ MINICOPTER 


Exclusively from: Compu-Game, Inc. 


9000 Sunset Blvd., Suite 503 
Los Angeles, CA 90069 
Phone: (213) 278-7090 @ Telex: 677478 


ALSO: Complete Line of Authorized 


Video Conversion Kits 


See us in Booths 922 & 924 at the AOE. 
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hours. 

Burn-in boxes look just like the 
pinball lightboxes. Approximately 
500 board sets and displays can be 
tested each day. This thermo-cycling 
procedure is presently an all-visual 
method. The “fall out rate” after the 
24 hour period is approximately five 
percent. Out in the field it is my guess 
that there is another fall out rate of 
about two to three percent within the 
next two weeks of operation. This is 
also taking into account that the 
games could be assembled incor- 
rectly in the field and could be dam- 
aged during shipping. Bally engineers 
say they feel that the burn-in boxes 
help reduce downtime of their games 
greatly. 

When the three sections are com- 
pleted and tested the lightboxes are 
placed on the cabinet base and the 
playfield is placed into the cabinet. 
Each game then is placed on a roller 
line (without the legs) and is tested. 
Any game that doesn’t work pro- 
perly is pulled off the roller line and is 
fixed by the roving technicians. 

Each machine is then checked to 
see if it will operate under low voltage 
conditions. Bally tests the games for 
as low as 102 volts AC. This is a great 
idea since there are many times that 
the games will be placed in locations 
where low voltage is present. 

The final step is the crating of the 
games for shipment to the distri- 
butors. 

There is also a game room where 
visitors can play the games. Some 
Bally “antiques” are on display in 
excellent working order: Feet, 
Signal, Pennant, and Spinner should 
bring back some memories. (As a 
trivia question: What was the first 
Bally digital pinball game made? The 
answer is Boomerang. Only one was 
made.) 

After seeing the “Bally Pinball 
Division,” I can answer some ques- 
tions | had concerning service pro- 
blems on Bally pins. The guide rails 
that are pressed into the playfield 
often vibrate out and are difficult to 
keep in position. | have been using 
nails, glue, and bending the ends of 
the rails in hopes that they will 
remain in the holes. Arnie Arnstead 
assured me that he will devise a new 
type of rail that has rough edges at 
the end sections so they will not 
come loose. 

I also learned the correct way to 
check if the battery on the MPU 
board (microprocessor unit) is 
charged. The game should be turned 
off for at least one-half hour and the 
voltage should measure 3.2 volts 
DC. If the voltage is less, then the 
battery should be replaced. The 
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symptoms of a low battery are loss of 
bookkeeping functions and loss of 
replay or add-a-ball score levels. 
The small auxiliary boards, 
“solenoid expander boards,” that 
Bally now uses in its pinball games 
have been the culprit of some 
annoying problems. The realiability of 
the MOC3011 chip that is used on 
the board is questionable. The pro- 
blem is that the 3011 (as it is com- 
monly called) will under certain con- 
ditions, not draw enough current to 
keep the SCR (silicone controlled 
rectifier) alive. Bally has installed a 
dummy load by using a General 


Electric 555 bulb which helps cure 
these borderline problems. The only 
problem is that these 555 bulbs have 
been known to burn out. It would be 
a good idea to hook in a #44 bulb (6 
volts) in place of the 555 bulb, and all 
should be well. 

Again I would like to thank the 
staff at Bally for taking the time to 
show me the plant and answer many 
of my questions. If you have any ser- 
vice problems on Bally games, Arnie, 
Norm, and Ed are available to 
answer your questions. They can be 
reached on the Bally Hotline: 800- 
323-3555. ) 


‘Averaging over 
SIOO per week... 


‘I initially bought four SPLIT/SECOND games and was as- 
tounded by the results. Shortly thereafter | purchased 25 more 
and am currently operating 29 games. The gross receipts have 
been averaging over $100 per week per game. The pay-back is 
sensational! Have anyone that is interested in buying these 
games give me a call and I'll be happy to tell them what | 
know.” 


| 
SPLIVVSELCOND! GETS LETTERS: 


Pay-baCch IS 
sensational! 


Pole 


John C. Aufderhaar 
(414) 593-2328 


Sincerely, 
| 


| 
The ORIGINAL 
electronic | 
reflex game! 


Gamatrows inte@meatiowd. inc. 


8053 Bloomington Freeway, Suite 121, Minneapolis, MN 55420 
(612) 884-5922 


| 
DISTRIBUTED BY— 
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Critic’s Corner 


By Roger C. Sharpe 


HAUNTED HOUSE is explored 
Three for the price of one 


A ee ee e 


“ep 4 ‘etm . ef : 


Gottlieb’s Haunted House 


Well, much has been happening 
with the industry as it gears up for 
the annual AOE which will be held in 
Chicago at the end of March. Pinball 
continues to gain in stature and 
appeal, helped along by some very 
solid equipment that is drawing 
players back to flipper games. And 
video, which still rules the roost, is 
undergoing its own changes and 
news. 

On the whole, however, I see 
video attempting to break out of its 
present plateau and look to some 
new equipment that might bring the 
next frontier. As it stands now, even 
with earnings still at a good rate, 
there is a need to get some new 
concepts into play and end much of 
the repetition that plagues the 
games. Where the input will come 
from and what it will mean are still 
questions to be answered, but the 
time has come to make the move 
ahead. 

The efforts of Williams and 
Gottlieb, which probably have 
already begun to hit the streets, 
should be a good barometer of what 
the public might like as additional 
variations ona theme. Hyperball and 
Caveman will be closely watched for 
a number of reasons and could usher 
in anew wave of imitations to capita- 
lize on any interest. Interestingly, 
these and many more anticipated 
innovations are expected in the 
coming months, as 1982 moves 
ahead as a period of transition and 
change for the industry not just in 
terms of equipment but also public 
acceptance and legal decision 
making. In terms of forecasts, the 
feeling by this writer is that the 
coming months are going to see 
some important happenings, not the 
least of which will be the eventual 
legal questions popping up around 
the country and in the Supreme 
Court. (Play Meter, April 1, p. 66.) 


I believe the legal questions will 
prove to bea grudging acceptance of 
the machines in the public domain, 
but that restrictions will come down 
as to age of players and locations 
versus proximity to public schools. It 
will be a compromise by all and will 
not hinder the industry, per se, but 
will tend to prove that the public is 
watching closely the business 
practices of local establishments. 
This projected no-win situation will 
prove to aid the cause of an indepen- 
dent association that will take on the 
tasks of promoting and helping the 
industry, but its impact and ultimate 
creation are yet to be seen from this 
viewer. 

The games themselves will con- 
tinue to draw in the money and 
recognition for at least the rest of this 
calendar year, but there will be a 
firming up of those companies who 
can survive in what will become a 
tight market as replacement 
machines become more and more 
scrutinized by operators and distri- 
butors around the country. 
However, video is just entering intoa 
boom time that should surpass even 
the last few year’s expectations. 

This is going to be a double-edged 
sword, however, since the toy 
machine industry is going to help the 
boom when they finally flood the 
market with hand-helds and counter 
top versions of arcade successes in 
the middle of the year. The millions 
of dollars in publicity is going to bea 
god-send for the coin-machine busi- 
ness, but it is also going to affect the 
life cycle of arcade machines which 


.will have knock-offs to compete with. 


I’ve always stated that home games 
can have an impact on arcade games 
and this year will prove the point 
because the toy manufacturers are 
just as greedy as their coin-op 
counterparts. The only problem in 
the bucks race this time is that the 
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toy companies have their act 
together, as I witnessed at the recent 
toy fair in New York. 

As an example of the impact, 
although I have eight pinball 
machines in my home, I still play new 
pins fairly regularly because I like to, 
but those games that I own, those 
specific models, I have always played 
less frequently once I’ve had them at 
home—not other models, mind you, 
which I still go to, but those games 
that I can play for free, anytime | 
want. The same thing, I fear will 
happen for some long time earners 
that will feel the pinch. Wait and see. 

The thing is, however, if this 
comes to pass, is that the coin-op 
games are going to have to continue 
to get that much better in order to 
gain their following and result in a 
possible licensing arrangement that 
can bring in even more money. So 
we should see the sweepstakes for 
the public’s money increasing pro- 
portionately as time goes by. 
Through all this, pinball will remain 
as a very exciting alternative, 
because it can’t be duplicated for the 
home or any other format and 
because the games are just getting so 
damn good, from those companies 
still willing to stay in the game. 

The question is really whether pin- 


! WARNING ! 


Contrary to all the publicity, there are many top 
earning game boards that are legal and can be 
used by you to convert old turkeys into new 
winners - - We have them! 


GAME PARTS AVAILABLE - 


¢ GAME P.C.B.- HOT new games - Steady 
earners and a few bargain boards for cheap 


conversions. 


e Power Supply Modules: Edgeboard connector, 
complete wiring harness, fuse block, line filter, 
heavy duty D.C. power supply, rugged grounded 
line cord, just add our P.C. board. 


e Clear English Documentation. 
e Lifetime Joystick - 4 way, 2 way. 


EIGNAURONEUS SPAR 


Phone: (213) 768-7144 


Los Angeles 
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ball games can keep the ball rolling, 
but any lingering doubts as to the 
answer should quickly fall away 
when one sees this issue’s game on 
review, Gottlieb’s Haunted House, 
and maybe more so, the upcoming 
Bally effort, Vector, which offers 
some interesting play and strong 
shot possibilities as well as good 
speech that even tells the player that 
the machine before him is a 
“computer” and not a pinball. So 
don’t write off the pinball if you have, 
because you're going to be in for 
some surprises, not the least of 
which is the game at hand. 


Gottlieb’s Haunted House 

One company that seems com- 
mitted to the perpetuation and 
development of pinball is Gottlieb, 
which has taken the concept of 
multi-level to a new dimension by 
expanding upon the success of 
Black Hole and integrating yet 
another level of play, that tackles the 
question of three levels more com- 
pletely than Bally’s Elektra which 
was on view last time around. 
PLAYFIELD: The action begins 
with the ball entering from the 
plunger onto the top left of the main 
playfield, where three posts separate 
a kick-out hole on the right that will 


propel the ball up to the upper play- 
field, a middle kick-out hole that will 
keep the ball on the main field, or a 
third hole on the left that will drop the 
ball beneath to the lower playfield. 

Taking a look from top to bottom, 
the upper playfield, which can be 
reached from the left side kick-out 
hole on the main playfield, or a right 
side ramp, features a set of four drop 
targets on the left and four targets on 
the far right. There’s a thumper 
bumper in the middle of this area and 
a regular size flipper on the right, 
with a small flipper on the left. Both 
flippers are controlled by an extra set 
of flipper buttons on the side cabinet, 
with these as well as the lower play- 
field flippers controlled from the 
same set of buttons. Next to the left 
flipper, which is placed as if it’s on the 
right side to balance off the same 
type of set up with the right flipper, is 
a hole that leads down to the lower 
playfield, that once again offers the 
inverted action begun with Black 
Hole. 

As you look to the lower playfield, 
from back to front, or the player’s 
version of it, there are two flippers at 
the “bottom” with a kick-out hole 
just to the left and behind for getting 
the ball back up to the main playfield. 
A thumper bumper is at the right 


NEW-GAME P.C.B. AND CONVERSIONS 
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PEACH STATE 
DISTRIBUTING CO. 


The Dependable Supplier with a complete inventory 


for the Coin Machine Industry 


From Billiard Supplies and Game Parts to Electronic Repair 


Equipment and Solid State Replacement Parts 


Now, more than ever, dependable service, and quality 


merchandise, at competitive prices. 


1040 Boulevard, S.E. 
Atlanta, Georgia 30312 
(404) 622-4401 


Toll Free: 1-800-241-1346 (except in Ga.) 


mi—16 8 


Learn To Repair 
Video Games! 


It’s no secret... 

Video games seem to be everywhere! 
The extraordinary popularity of coin- 
operated video games has created an 
enormous demand. Not only for the 
games themselves, but for qualified 
service personnel as well. 


Randy Fromm’s Arcade Schools are a 
practical, no-nonsense look at how 
video games work, and how to repair 
them when they don't. No previous 
knowledge of electronics or video 
games is required to get the most out 
of the six day course. Lab sessions al- 
low students to gain valuable “hands- 
on” experience. Late model video 
games are used during lab and lecture 
so Arcade School graduates will be 
familiar with the types of equipment 
they will encounter on the job. The 
tuition of $400.00 includes all texts and 
classroom materials. There are no 
hidden costs. 


Founded in 1980, Randy Fromm’s 
Arcade Schools are the most respected 
and often recommended training pro- 
grams in the coin amusement industry. 
As a technical writer, Randy Fromm’s 
comprehensive articles appear regu- 
larly in .the industry trade journals. 
Now he has condensed his ten years 
of experience into a proven Arcade 
School program that has allowed hun- 
dreds of Arcade School graduates 
learn the easiest, fastest, and most 
accurate ways to repair coin operated 
video games. 
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Attend the Arcade School 
nearest you in: 
Atlanta, GA 
Baltimore, MD 
Chicago, IL 
Dallas, TX 


Minneapolis, MN 
New Orleans, LA 
Phoenix, AZ 
Salt Lake City, UT 
San Francisco, CA 
Toronto, Ontario 
Whichita, KS 


Call or write for 
FREE information package 


Randy Fromm’s Arcade School 
6123 El Cajon Blvd. 
San Diego, CA 92115 
(714) 286-0172 


with a drop target bank of five targets 
at the left front side of the layout. A 
little curved nook at the top finishes 
off the set-up, although there is a gap 
between the left flipper and the side, 
which can allow the ball to roll down 
behind to the kick “up” hole for entry 
back to the main playfield through a 
little spot at the top left of the board. 
Back up at this point is the major 
area with the top playfield banking an 
array of a target (3), what looks like 
another target, but isn’t in the middle 
of this configuration, that flaps back 
on contact by the ball and allows 
entry back down to the lower play- 
field. To the right of this is another 
target (4) and to the right of this a 
small hidden area for getting the 
upper playfield values doubled (5). 


The ramp at the right fronts a 
farther right side “trap door’ for a 
turnaround and sets the stage for a 
field that, by necessity, is laid out on 
the edges to keep the middle clear. 
Over at the left is a thumper bumper 
and two targets (1 & 2) further down, 
while the right side offers some little 
hidden spots for an extra ball when lit 
and a short roll down to the first of 
four flippers. There are two flippers 
at the right which are separated by a 
roll-over that will drain the ball, while 
the left side has a kick-out hole for a 
special when lit, fronting a roll-down 
and out or back to the left side flipper 
that is also tied in with a top left side 
flipper and kicker set up. And that’s 
the essence of the game design, 
which does not exclude any of 
the playfield’s levels during play. 


ANALYSIS: What can one say here 
about Haunted House except that 
there’s so much going on for those 
who can keep the ball in play and 
figure out when to use which flipper 
buttons. The upper playfield can bea 
problem here just by the configura- 
tion of the flippers which are cross- 
positioned due to the way they face 
the field and as a result can be a 
problem for those who will wind up 
pressing both flipper buttons in 
order to keep the ball up in this part 
of the board. 

The lower field really supplies the 
best array of shots with its drop 
target bank, while the main field 
poses a problem for those with less 
than an accurate touch, since most 
of the targets and primary areas are 
far from the flippers at the top and 
sides. For this reason alone the game 
can play rather quickly and score 
low.-However, it is a challenge to 
master, or at least try to master the 
machine by getting out all the 
numbered targets on the main play- 
field, finishing off the upper field drop 
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target bank more than once, twice, 
or three times—and finally getting the 
bank in the lower field down more 
than once. At this point the values 
can increase substantially with a 
multiplier up to 5X. 

GRAPHICS: The artwork and 
sounds on Haunted House should 
take anybody back to the days of the 
amusement park, or some of the 
attractions that still stand in seaside 
locations. It is an effective treatment 
that bears notice and will catch any 
player’s eye among the rest of the 
competition. 

PLAY: Since there is a uniqueness 
to Haunted House, Gottlieb has sent 
out the games at 50-cent play for 
three balls, which might prove to bea 
mistake because of the difficulty of 
the machine. What might be better 
for the machine, if the cashbox 
doesn’t give you what you want or 
expect, is to try pricing at three balls 
for a quarter or five balls for fifty 
cents. These recommendations, 
either one, should bring you the 
results you want. Tie them in with 
limits on three ball play for extra ball 
areas at 200,000 to start and 700,000 
points as the final limit. On free play 
you Can increase these by 100,000 
points with no problem. For five ball 
settings, the limits on extra ball 


games should be able to handle 
400,000 and 800,000 points, while 
free play could be increased by an 
additional 100,000 points depending 
once again on your percentaging and 
the caliber of your players. 


SE LS 


‘The colors and sounds 
should take a player back to 
old-time arcades. This 
treatment will divert notice 
from many competitors.’ 


Sa GSE SSS 


PROS & CONS: To view Haunted 
House as anything more than a 
novelty game is to lose sight of what 
it’s all about. This isn’t a knock 
against the machine, but the realiza- 
tion that three-level playfields are a 
nice diversion, as done here, but not 
the answer to pinball’s woes. All we 
need now is to see a rash of imitators 
as everyone tries to show they can 
do it too. I don’t think this will 
happen, but there is always that POs- 


sibility. On the whole, Black Hole is a 
more inviting game to play, given its 
layout on the main field. Here, the 
action is rather scattered due more 
to the restraints posed by the entire 
concept. It is a challenging game. 
The shot selection is so precise. 
The settings and pricing are going to 
be big factors as to how well it’s 
received by the public, but it is sure 
to gain attention just because it’s dif- 
ferent and unique. The nice touches 
are the little nooks and crannies for 
the ball to travel to and through. It’s a 
game I like playing just because it is 
difficult to master a specific 
approach, but this same interest 
might not be shared by those pinball 
players still out there. Keep in mind, 
however, that the pricing of the game 
can either make or break it on 
location, but aside from this, the 
action and challenge is there as well 
as the innovativeness of the product 
unto itself. 


RATING: ### 


And that funseekers, is it for this time 
around. Next issue is a look at the 
Chicago AOE and some news about 
pinball happenings as well as coin- 
machine industry news in general. 
Until then, be well and prosper. 
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TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 
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Mr. Churchill's 
video game 


Dambusters from Game-A-Tron is a 
video game that takes a new direc- 
tion, in that it is “based on fact rather 
than science fiction,” portraying the 
daredevil action of the RAF Dam- 
busters bombing group in World 
War Il. 

The manufacturer of the game for 
the U.S. market states: “The sense 
of realism achieved in the various 
bombing and retaliatory maneuvers 
is unparalled in present-day video.” 

Players are challenged to skillfully 
take off and fly over their home 
country to bomb enemy ships at sea. 
Details heightening realism include 
the feel of the joystick, musical 
accompaniment, and ack-ack 
explosions. 

After successful approach to 
enemy dams and the launching of 
the bouncing bombs, the player tries 
to destroy the barrage in order to 
place his name in the fighters’ per- 
manent Roll of Honour. 

An added feature is the ability to 
purchase more fuel, by inserting 
coins while the game is in progress. 

Game-A-Tron will be exhibiting 
Dambusters at the AOE ’82/ 
Chicago. 
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Eliminator 
kiosk debuts 


A brightly lit promotional canopy 
designed to draw player attention 
and interest to Sega/Gremlin’s four- 
player Eliminator video game is now 
available. 

Beaming out the Eliminator name 
and game action graphics through 
four eye-catching back lit display 
panels, the canopy gives the space 
game even more appeal and player 
attraction. 

Eliminator allows one, two, three, 
or four players to compete singularly 
or simultaneously against one 
another and the computer. It is 
engineered with Sega/Gremlin’s 
ColorBeam X-Y color (vector) moni- 
tor system which adds a vibrant 
dimension to game play. 

The four-player Eliminator fea- 
tures four playing strategies: (1) 
single players can challenge the 
game computer alone; (2) four 
players can pair off into teams which 
compete against one another and 
the game computer; (3) up to four 
players can join in a free-for-all 
against each other and the game 
computer; and (4) the surviving 
player in any multi-player contest 
continues to play against the game 
computer. 

Objectives of the game are to 
force opposing player’s space-ships, 
computer-controlled ships and ihe 
Eliminator ship into the Eliminator 
base where they are destroyed—and 
then destroy the base itself. Many 
secondary objectives and playing 
strategies built into the game keep 
players’ interest high. Players who 
take the greatest risks will score 
more points. 

Each player operates a different 
colored ship, either red, blue, yellow, 
or green. The color of the playfield 
border changes during game play to 
indicate which player leads in points. 

The four-player Eliminator, the 
industry’s first four-player Color X-Y 
game, has become a popular video 
concept. 
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Robots 
of the future 


Williams Electronics, Inc. has intro- 
duced its Robotron 2084, a new 
video game with the play feature 
theme of “man versus electronic 
man.” 

On the game, the year is 2084 and 
the very robots that were made to 
serve mankind have become more 
efficient than their human designers. 
The robots have regimented and 
have succeeded in eliminating most 
of humanity. Only a few hundred 
people still exist—clones of the three 
basic human types. The man, 
woman, and child clones are defense- 
less against the rampaging robots 
who are trying to reprogram their 
minds. One last hope is discovered: 
A clone who is able, through a 
genetic mutation, to resist the 
onslaught of the robots. 

The player’s mission is to direct 
this mutant clone, who is armed with 
special optic lenses and an anti-robot 
laser gun, to seek out the robots to 
destroy them and rescue his fellow 
humans who will wander aimlessly 
until contact is made. Rescuing the 
humans offers the highest scoring 
possibilities from 1,000 points for the 
first human rescued, up to 5,000 
points for the fifth human rescued. 

The player has three chances to 
destroy the robots and save human- 
ity, and every time the player scores 
25,000 points, he earns another 
chance. 

Using the left joystick, the player 
can move the mutant clone in any of 
eight directions. Simultaneously, 
with the right joystick, the player can 
rapid-fire the anti-robot laser gun in 
any of eight directions. To success- 
fully rescue the wandering clones, 
the player must deactivate six 
classes of robots. 

In addition to all of the enemy 
forces, the player will be faced with 
pulsating, immobile Electrodes 
which attempt to block his path. 
Colliding with them will result in 
instant death. They must be avoided 
or obliterated with the laser gun. In 
each attack wave they assume differ- 
ent shapes, but remain just as deadly 
if contact is made. 

Robotron 2084 pits the player 
against marauding robots in a rapid- 
moving video game. 
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Piloting in 
space combat 


Color and three-dimensional effects 
of Zaxxon, now shipping from 
Gremlin-Sega, inject a new element 
of realism into the video game. 

Zaxxon simulates actual flight; by 
operating a newly designed control 
stick with pistol grip and trigger firing 
action, the player guides his ship just 
like a real fighter pilot. Diving, bank- 
ing, and flying left and right, the ship 
appears larger or smaller depending 
on its altitude. Its life-like shadow 
follows its moves. With the new 
sound of space wind in his ear, the 
player feels the thrill of flight. 

First, the heavily armed floating 
fortress must be navigated, by 
dodging walls, maneuvering around 
fuel tanks, and avoiding fire from 
missiles and tank gunnery. It’s ajour- 
ney to score points, earn more ships, 
and to replenish the player’s fuel 
supply. 

Surviving the enemy barrage over 
the fortress brings the player up 
against the enemy fighter fleet. 
Destroying these aggressor ships is a 
battle of skill and perception; the 
player ship must be at their altitude 
when he fires to score a hit. Once the 
player has won the dogfight, the 
enemy ships all destroyed, he takes 
on the next round and a new battle 
with the enemy headquaraters, a 
fortress of more narrow passages 
and increasingly heavy firepower. 

That test successfully passed, the 
ultimate challenge emerges: the 
enemy’s deadly armored robot and 
his homing-missile arm. When the 
player scores six hits on the missile 
before it is launched, another 
fortress-city round is started. 

Zaxxon is operator adjustable so 
that the standard five player ships 
may be varied. Enemy ships are 
adjustable up to thirty. 
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Alds to the trade 


Carries all, 
aluminum shielded 


A new aluminum all-purpose case is 
available from Platt Luggage, Inc. 
The aluminum-covered veneer body 
features heavy-duty hardward and 
five interior adjustable rubber- 
covered dividers over polyfoam. 

These cases, designed for flexibil- 
ity of carrying parts and supplies, 
come in two sizes: 184%4x13x5, and 
184%4x13x7\. 

For full information, write: Platt 
Luggage, Inc., 2301 S. Prairie 
Avenue, Chicago, Illinois 60616; 
telephone: 312/225-6670. 


Token ‘keys’ 
secure cashbox 


A new keyed token system, mar- 
keted as Q-Bits, has been introduced 
by Roger Williams Mint of Attleboro, 
Massachusetts, manufacturer of 
coins, medallions, and tokens. 

Q-Bits prevents the use of slugs, 
coins, unauthorized tokens, and 
other foreign objects from entering 
amusement machines, laundromats, 
and many other coin or token- 
operated vending machines. Each 
Q-Bit is cast with a specific pattern of 
grooves, which match a correspond- 
ing coin slot. Only one particular 
token pattern will fit through each 
slot. 

Benefits of the new Q-Bits system 
are cited as: a more controlled oper- 
ation of equipment, improved secu- 
rity, limited loss of machine revenue, 
and less machine damage due to 
foreign slugs and coins. Q-Bits 
buyers also own exclusive rights to 
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their particular key combination 
within a 150 mile radius, and any pre- 
sent coin or token system can easily 
and inexpensively be converted to 
the Q-Bits system, said the manufac- 
turer. 

Roger Williams Mint presently 
offers the Q-Bits system in 28 differ- 
ent keyed combinations, and most 
are available for delivery within two 
weeks. 

For more information, contact 
Roger Williams Mint, Department 
PR, Northwest Industrial Park, 79 
Walton Street, Marlboro, Massachu- 
setts 02703; toll-free 1-800-225-2734. 


Changers convert 
to memory package 


New Computer Changers, with their 
built-in micro-processor, not only 
make change for bills and coins, but 
they add, subtract, accumulate, 
totalize, audit every transaction, 
diagnose and pinpoint any problem, 
even shut themselves off at the first 
sign of any malfunction and, with 
optional battery pack, retain their 
memory. So said the manufacturer, 
Standard Change-Markers, Inc., in 
announcing the availability of a 
whole new line of computerized 
changers. 

Standard Change-Makers’ new 
Computer Changers are a whole 
new generation of “sophisticated 
change-makers designed to meet the 
changing needs of today’s inflation 
and tomorrow’s growth,” President 
James R. McNutt added. “Currently, 
they will be available as new equip- 
ment, but soon the key components 
will also be made available in conver- 
sion packages designed to enable 


owners of thousands of Standard 
bill/coin changers purchased in 
years past to up-date their 
machines.” 

The new Computer Changers 
change $1 bills, $5 bills, $1 and $5 
bills, plus coins ($1, 25¢, 10¢, and 5¢) 
and accumulated coins. They can be 
Owner reprogrammed to meet 
almost any change need, said the 
manufacturer. 

The units can be built with 1, 2, 3 
or 4 direct-action, bulk loading hop- 
pers that automatically clear any 
Jams caused by bent or mutilated 
coins. The 4-hopper changers can 
hold up to 10,000 $1 coins, 13,200 
quarters, 16,000 nickels, 30,000 
dimes or a comparable number of 
similar-size tokens. The hoppers can 
be quick-dumped for easy audit. 

The Changers’ electronics pack- 
age has a 6-digit read-out that talks 
English and numbers, making main- 
tenance and service quicker and 
easier. Circuit breakers protect the 
electrical system. 

Standard’s new Computer 
Changers will be available in five 
basic cabinet styles: a floor console, 
a new modular cabinet ideal for 
installation in banks of vending or 
coin-operated service equipment, 
and in 3 different types of wall-mount 
cabinets. Both wall-mounted and 
modular cabinets will be available 
with front or rear-opening doors and 
flush-handle T locks. 

For full information, call or write: 
Standard Change-Makers, Inc., 422 
FE. New York Street, Indianapolis, 
Indiana; telephone: 317/639-3423. 


Standard Change-Makers’ kits convert 
magazine-load to hopper-load com- 
puterized changers at low cost. 
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Neutralizes Static 
IC environment 


Chemtronics Inc. has announced 
the availability of Static Free, an anti- 
static spray for use in the computer 
room. “Static electricity can degrade 
system performance, resulting in 
costly downtime,” stated Louis 
Friedman, Chemtronics vice 
president. “Years of exhaustive tests 
have resulted in a uniquely effective 
product that neutralizes and elimi- 
nates static electricity throughout 
the computer room environment.” 


PAPE PUI Ree tr or mre 


Useful, too, for an arcade, Static 
Free, which instantly neutralizes 
static build-up generated by friction 
and low humidity conditions, is safe 
for use on plastics, paper, cloth, 
rubber coatings, and finishes. It may 
be used freely to eliminate static and 
its accompanying dust and dirt on 
data entry terminals, visual display 
terminals, magnetic tape, and disc 
drives, computer printers and decol- 
lators, CRT screens, disc surfaces 
and anywhere else static build-upisa 
problem. Static Free may also be 
applied directly to furniture, floors, 
carpets, chairs, and_ peripheral 
equipment. 

Static Free is available in 16 oz., 
454 gram cans from authorized 
Chemtronics distributors. Details 
about the product and names of local 
distributors are available from 
Chemtronics Inc. 681 Old Willets 
Path, Hauppauge, New York 11788; 
telephone: 800/645-5244; in New 
York, 516/582-3322. 


Computer ‘talks’ 
via long-distance 


Validata Computer and Research 
Corporation, a developer of micro- 
computers for the route distribution 
industry, offers acoustically coupled 
modems complete with its RouteSail 


PLAY METER, April 15, 1982 


systems and other specialized 
systems. 

The Remote Diagnostics modem, 
connected to the computer terminal 
operating over standard telephone 
lines, allows the client to call up 
Validata and have its central com- 
puter “talk” back and forth perform- 
ing the diagnostic interview. The 
problem is then identified and 
repaired. 

This unit enables Validata to solve 


about 92% of its clients’ computer 
problems within minutes of their 


occurrence, whether the problem is 
software or operator oriented, 
according to Validata. 

For more information regarding 
this customer service, contact: 
Validata Computer and Research 
Corporation, 428 South Perry 
Street, Montgomery, Alabama 
36104; telephone: 205/834-2324. 


Quells noise to 
display alphanumerics 


The Industrial Products Division of 
Industrial Electronic Engineers, Inc., 
(IEE), manufacturer of diverse dis- 
play modules designed specifically 
for noisy EMI environments such as 
machine tool control, process con- 
trol and oil fields. 

The new Argus model 26500 dis- 
play module has eight lines of 32 
characters. Other models include 
8x40 and 12x40 devices. The Argus 
26500 accepts asynchronous ASCII 
input up to 120K Hz. The data input 
cable can be up to ten feet (2.5 
meters) long; 5VDC, 12VCD and 
150VCD are provided via a separate 
connector. 


Characters are formed ina5x7 dot 
matrix with cursor underbar. The 
display is available in bright 50fL 
neon-orange or green. The Argus 
Model 26500 is priced at $686 in 
quantities of 100. 

For additional information, con- 
tact a local IEE representative or: 
Industrial Products Division, IEE, 
7740 Lemona Avenue, Van Nuys, 
California 91405; telephone 213/787- 
0311, ext. 210. 


Protects coin-ops 
from sticky fingers 


PDI Systems, of Atlanta, Georgia, 
has recently introduced the first inte- 
grated circuit alarm system specifi- 
cally designed for the coin-op indus- 
try. Using advanced microelectronic 
‘technology, PDI has packaged a 
wireless security system that adapts 
to all video games, pinball machines, 
and vending equipment. 


Security Masters consists of com- 
patable transmitters and receivers. 
All the operator has to do to protect 
his equipment against break-ins is to 
attach the battery-powered trans- 
mitter to a machine. If the equipment 
is tampered with, the transmitter 
sends a signal to a remote battery 
powered receiver which sets off a 
103dB alarm. This transmitter is cap- 
able of sending a signal to the 
receiver up to 200 feet away. The 
alarm cannot be turned off until the 
operator or location owner shuts off 
the system. 

The transformer can also be 
equipped with PDI’s optional “Game 
Theft Sensor.” This device “senses” 
when the machine is lifted and 
moved, then sends a signal to the 
transmitter which triggers the 
remote alarm system. 

This system also contains a multi- 
ple key digital switch, which, when 
set to predetermine on/off positions, 
creates unique digital codes. 

Because the Security Master 
alarm system is constructed of all 
integrated circuits, it is not only 
extremely reliable, but also not much 


larger than a pack of cigarettes. It is 
attached to the machines in such a 
way as to make it easily transferable 
from machine to machine as needed, 
according to the manufacturer. For 
further information, contact: PDI 
Systems Wholesale Division, P.O. 
Box 720476, Atlanta, Georgia 30328. 
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Because of widespread and growing violations of U.S. copyright laws. 
Play Meter is now reserving the right to refuse advertisements whic h, In 
ifs Opinion, are for unauthorized copies of legally copyrighted games 


ALL LOCATION READY & IN NEARLY NEW CONDITION 


**All games upright unless otherwise specified 


We also have 400 late model cocktail tables at $495. each 
TERMS: 1/3 Deposit — Balance/site draft 


Contact Bruce at: 61 4/221 -3416 
THE GAME EXCHANGE 


313 Nielston, Columbus, Ohio 43215 
(AT THE AOE SHOW SEE US AT BOOTH #832) 


SSS ESET SS SSSSSESSSEEESSSSSSSSSSESESSSSSSEES 
: LI UIDA LION SALE! 

; Q t | 
( 

, | 
, | 
j We Have Just Made A Buy Out Of 1,200 Games ! 
; ; 
| fanleaee WILLIAMS 
4 Asteroids ................0005. $1395. Defender........0ccceeeeeceees $1995. 
) Asteroids Deluxe................ 1495 } 
Missile Command ............... 1395 MIDWAY 
h  WOHOTdS. sis sesciteaisd-epavans 1495. Rally-X .......... beeen eee ees $1595 
A ROG BVO cin eeiseesteiacewianenae 1395. Gorf (upright & mini)............ 1995. 
4 Red Baron (sit down)............ 1995. Sea Wolf | | rere er arene ee eae 495. 
Battlezone ..................00... 895. GGIGXION s 66.5 58.86 6599945 S SEES 1195. 
; | ktail table)............. 1895. 2 
A SPAM i03359sdeccheascceteakess 495. Gorf (coc ) 
§ Super Bug ....................... 495. 
M SMOKRCY JOC is 6065 bbe oss HON. 395. TAITO ’ 
; Night Driver boy A-ha) oh eee ta es Bat ae 495. Invasion II (Space Invader upright) ....+.++-. $795. 
M Starship .............. 0000 ccc cee. 395. 

Sky Raider ....................... 395. Star Fj EXIDY | 
4 Super Breakout .................. 395. Cra os hep aqmnrema maine es $595 $ 
*S ‘al Pack z Star Fire (sit down) .............. 995. 

) pevrers GER Gse Spectar (upright & mini) 1295 
Buy 2 Battlezones/$1395 total png lh a. 
} } 
¢ é 
3 ; 
/ ¢ 
} 
| ! 
! | 
; ; 
, ! 
: | 
é ( 
; 
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REVIVE YOUR 
OLDER GAMES 


y Players 
- can identify 
. Rapid Fire™ 

equipped games. 


It's a proven fact that the 
more the players likea 
game, the more they play it. 

Rapid Fire™ can revive 
the interest in your older 
video games by allowing 
players to hold the fire but- 
ton down and the game will 
fire automatically...likeon 
Centepede and Tempest. 
It's a proven idea. 

Already hundreds of 
games here and abroad have 
been converted to automatic 
fire type play and it’s paying- 
off every week in greater 
game play. 

On location installation. 
Rapid Fire™ installs in about 
10 minutes and can really 
help the sagging income in 
your Space Zap, Star Castle, 
Phoenix, Space Invaders, 
and others. Oncocktail 
tables or games like Rip Off, 
Armor Attack and Wizard of 


Wortwo kits are needed. 


Why delay? ... Order today. 
ge ee ee ee 
Rapid Fire kits $18.95 each. 
send check or money order, no 
COD orders. Prices include ship- 
ping handling. In Arizona add 5% 

Sales tax. 


i i] is) ™ 
Rapid Fire 
221 E. Camelback Road, Suite 1A 
Phoenix, Arizona 85012 
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AUTO PHOTO STUDIO 
Black & White Photo Paper 
500 Strip Rolls 
(100 strips more than Kodak’s 
400 strip roll) 

Was $33.93 Now only $27.°°! 


PL-11 Chemical kit was $9.85 
NOW $7.95 


B & W Long Life Chemical Kit 
was $23.75 NOW $19.9 


(8 week life or approx. 1600 strips) 
BUY DIRECT & SAVE!! 
Shipped from N.Y. or Los Angeles 
Call toll free: 
800/854-3557 


Former customers of Simon 
Phonographs please call 
the above number 


HIGH COST OF NEW 
GAMES CUTTING INTO 
YOUR PROFITS? 


Why not convert dead pieces 
into new money makers for 
less than half the price! 


VIDEO CONVERSION KITS 
Easy to install...guaranteed! 


Also new & used games available 


Call in New York: 
SYSTEMS 
(516)842-3332 


ALL TOP VIDEO GAME 


@ UPRIGHTS 

# COCKTAIL 

# P.C. BOARD 
@1.C. SPARE PARTS 


QUICK FOLLOW-UP 
& 
PROMPT DELIVERY 


Contact us for lower price and list. 


KYUGO 
COMPANY 


LTD. 


2-6-14 Higashiyama, Meguro-ku 
Tokyo, Japan 


Tel: (03)710-5995 
Telex: 2222143 sintoa j. 
ATTEN: Kyugo Co. 


WIZ KIDS 


The VideoShirt Company 


PAC-MAN 
GORF 
GALAXIAN 


WIZARD OF WOR 
Trademark of Midway Mfg. Corp. 


ASTEROIDS 
MISSILE COMMAND 
CENTIPEDE 
BATTLEZONE 
TEMPEST 


Trademark of Atari Inc. 


SPACE INVADERS 


Trademark of Taito America Corp. 


SCRAMBLE 
BERZERK 


Trademark of Stern Electronics Inc. 


DONKEY KONG 


Trademark of Nintendo Corp. 


ALL SILKSCREENING 
IS DONE BY HAND 
AND IS FULLY 
GUARANTEED! 


CALL OR WRITE 
FOR MORE INFORMATION 


THE WIZ KIDS,INC. 
P.O. Box 451 
Irwin, PA 15642 
412-751-3020 in Penn. 
Call Toll Free: 
800-245-6178 (Order Dept.) 


Y 
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NEED HELP? 

Our experience will solve 
your problems in all phases 
of the amusement 
game business. 

Call or. Write: 


= eee eevee 


= 


ADVANCED BUSINESS DESIGN 
6590 Commerce Road 

} West Bloomfield, Michigan 48033 

¢ 313/360-2125 


=> oe ® 2 ® @ @ 2 et ® 222 2 ®@ @ 22 B® 22 ®e ®@ * 
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NEW! BELITA 


Sy 
WAREHOUSE SPECIALS 


Reconditioned 30 Day Guarantee On 
LOGIC, T.V. & POWER SUPPLY 


Cc 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 


i 


a4 


VANGUARD................ $1650. 
ASTEROIDS .................. 1395. 
BERZERR i659 oo ioe hakiecke babs 1045. 
SCRAMBLE................... 1145 
SUPER COBRA ............... 1245 
STAR CASTLE ................ 845 
WIZARD OF WOR............ 1475 
GALAXIAN ................... 1145. 
MISSILE COMMAND ......... 1100 
NEW! BELITA ° 
ieee acie Saceaute SPACE FIREBIRD.............. 950. 
COIN COUNTER 
Manual or Electric 
paeinatic stp Pins As Low As $300.00! 
Coin Tray Support GAMES UNLIMITED 


Bag Holder 
Fast 

Only 9 pounds 
Long Lasting 


R.H. BELAM CO., INC. 
1 Delaware Drive 
Lake Success, N.Y. 11040 
Phone: 516/488-5600 
Telex: 221568 or 7978093 


9059 Venice Blvd., Los Angeles, CA90034 
(213) 836-8920 


xX 


POWER SUPPLIES for video games 


(also: isolation transformers, speakers, & multimeters)\ 


LOLI MG LD DL LMF 


S sieerecee seems ees eee 


Pa e . 

Hi2 GE itis: tm * high efficiency 
Gremlin Frogger Repeeses, seeee ceeeeeee: ee * | 
Midway Pac-Man Huns i#H# HER: FE spouses 
Midway Omega Race HiTRON _ - compact design 
Wiliams Defender SEHE THE: isiciss: * lightweight 
Midway Gorf iii: OS GS es * selectabl tput 
Stern Scramble ssosssss, | $S3850 335553538 electable outputs 
Midway Rally-X ios 4 up to quad outputs 


—_— 


rea * quality guarantee 


SS 
HiITRON * best service 


CALL OR WRITE 
TODAY! 


FIDELITY TRADING INC. 


Midway Galaxian 


All games completely re-conditioned 


REILLEY ELECTRONICS 
2046 Bramblewood Dr. 
Atlanta, GA 30329 

. 404/320-1112 


South’s largest supply of 
AMERICAN cocktail videos” 


HK REE HH KO 


DAD ATAD AT AD A AD AD A A A A A LL A A A A A AA A A A AA A AAD 


(419)473-3676 
Toledo, Ohio 


H = VIDEOSALE——té@ 

© on eee 35 Eileen Way, Edison, NJ 08837 
Defender 200000" 1800. fe Telex: 844370 Fidelity EDIN 
Ooo. & (201)549-5721 

W  =—Ss«(419)473-3676 3 epee ceeeredeeeueeemeee 
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Columbus, Indiana 47201 


a << ew DC SSD DC SED 


ALL THESE GAMES AND 
MANY MORE AVAILABLE 


New games added to list 
on a regular basis 


(ALL INEXCELLENT | 
CONDITION"!!! 
\ Tailgunner ...........-. $425. | 
Mcwuetn id @ cetare a tae 1 . 
QUALITY PINS & VIDEOS i ee 1725, | 
AT LOW PRICES i Berzerk ............005: 1625. f 
Super Cobra ........... 1795. 
. m= | Space Invaders (Midway). . . .850. 
) e Space Invaders (peluxe) . . . . 950. 
: ; | Space Firebird ......... 1250. } 
e . i Wizard of Wor ......... 1850. ( 
; Q e CHAGE orscc dc Ko oes wb eRe 395. 
. SCRAMBLE : i Asteroids Deluxe ....... 1650. i 
° ASTEROIDS : Shark Attack........... 1550. 
: : ) Sea Wolf Il...........05- 450. | 
: ; l COMPLETE AS IS 
° : M -79 Ambush .......... $250. 
° BLACK KNIGHT .... : | Atari Pel sci e ened we eens 325. \ 
; RED BARON ° (812)376-0636 
: Hdiiveey wotiaemded : 1 JUNGLE JIM’S INC. | 
; ‘ } 355-A Courthouse Center ; 
fo) @ 
{o) @ 
: ° 


Asteroids Deluxe 
Galaxian 


James T. Chapman Star Castle 
Super Cobra 


313/487-9724 Spect 
/ _ A ee Gee a a “Oihers/Call for price 
» INC. BUY * SELL * TRADE 


Pinballs, Video Games, Slot Machines, 
Jukeboxes, Arcade & Vending equipment 
‘A’ AMUSEMENTS 


: 2316 Stevens Creek Blvd. 
523 West Cross San Jose, California 95128 


Ypsilanti, MICH 48197 408/287-4884 


24 HOUR 
GAME & PINBALL BOARD 
REPAIR SERVICE 


Ship us any game or pinball board. In 


ARE YOUR CUSTOMERS HAPPY WITH YOUR JOYSTICKS? most cases it will be repaired and 
DO THE JOYSTICKS IN YOUR GAMES FEEL SOFT & SLOPPY? shipped out within 24 hours of receipt. 


(Same day carry in service also 
available.) 


TRY OURS! NEWPORT mae 125 | LOW FLAT RATE PRICES 
“a & Si ON MOST BOARDS 


Frustrated customers avoid these machines! 


The precision joystick with the positive feel 


Play in more cash/need less service calls HQ Z ; | . 
Potty 5 Our modern equipment and highly 
Call or Write us TODAY for FAST SERVICE eF)| OL trained technicians let us fix them fast 


and pass the savings on to you. 
NEWPORT MACHINE DESIGN | ; ; 
P.O. Box 418, Bishop, CA 93514 i bs) aks patina Tieestea 
A, , 7 ite: 
(714)873-4431 (24 hrs.) Satisfaction Guaranteed! Be Tea cert eT 


GAME SALESMAN EXPERT PROFESSIONAL SERVICE | Y | , | | | ) 


Nationwide distributor on most game boards & monitors 
seeks sales manager. No Travel. Very reasonable rates/fast turnaround VENDING REPAIR SERVI ete) 
Submit Resume to: Steve Rodolfich Call: 
DIXIE AMUSEMENT COMPANY PROFESSIONAL 4823 Ave.‘N’, Brooklyn, NY 11234 
2803 Pass Road, Biloxi, MISS 39531 AMUSEMENT ASSOCIATES 
ONLY WINNERS NEED APPLY! 404/433-4524 212/252-1380 Telex: 181160 US 


PLAY METER, April 15, 1982 165 


VENDING DRAW POKER 


WHEN YOU CAN’T FIND WHAT YOU’RE LOOKING FOR 
YOU HAVEN’T CALLED BENSAR. 


LEADERS SERVING OPERATORS IN THE INDUSTRY 


FOR NEW AND USED EQUIPMENT. os 
aw” gat 
» ee 
} ( .Y wee 
" SA : 
DISTRIBUTING 
P.O. Box #47 co. 


New Richmond, Ohio 45157 


(513)553-2672 
(800)543-0368 (Toll-Free outside Ohio) 
(810)460-2875 (International TWX) 


VV VT VWVWVW®V FT VVVVWVVTTWSVTTTTOVTVWVCTVTVTVWE7TVWFVWLUTV OV 00D S SSS SSOOSOSOOSSSSSSF‘: 
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* SERVICE * SERVICE * SERVICE * 
CPU Boards, Monitors (conventional & 
XY), Power Supplies, Audio Boards, etc. 
Call or Write: 

CHAMPION SERVICE—(813)546-6091 
4000 54th Ave. N, St. Petersburg, FL 33714 
COHOHOHOOHOHOHOHHOHHOHOHHOHOOSCOSOO 


EPROMS PROGRAMMED 
2708; 2716; 2532; 2732; 2564; 2764 


$10.°° PER CHIP 
PROGRAMMING FEE 


Send us any EPROM or ROM and we 
will duplicate it for $10, plus the 
cost of the blank chip. You may supply 
blank or buy 
from us at the following rates: 


FOR SALE 
RECONDITIONED 
Frogger 
Qix 


Omega Race 


Software 
Development 
Available 


Defender 
Scramble 

Monaco GP (sit down) 
Monaco GP upright) 
Vanguard 
Asteroids 

Missile Command 


BOARDS REPAIRED 
Send us any video board, power supply, 
or TV monitor. It will be repaired and 
shipped out 
within 24 hours in most cases. 
(Carry in service available) 


GAMEROOM SERVICE 


SALES MANAGER 


We are seeking an energetic, 
experienced professional to 
manage the sales and staff of 
one of our company’s growing 
offices. The qualified candidate 
will have demonstrated the 
ability to build and manage a 
sales department which is 
highly successful in the 
marketing of games, music, & 
vending equipment by inside 
and outside sales. 

We are a financially sound 
leader in our industry, strongly 
committed to providing our 
customers with the best in 
service after the sale. The 
proper candidate will be keen 
on details, a trainer, a 
communicator, and a motiva- 
tor of people. 

Salary open—full range of 
company benefits plus 
incentive bonus annually. 
Individuals meeting these 
minimum requirements are 
invited to send their resume 

and earnings history c/o: 


Play Meter Magazine 
P.O. Box 24170 

New Orleans, LA 70184 
Dept. SB 


NEW VIDEO 
CABINETS 
FOR SALE 
Upright & Cocktail Models 
High Quality...Low Prices! 
Ready for immediate shipment 


For information call: 


214/641-4286 
800/527-6054 


Professional 
Amusement Associates 


SPECIALISTS IN THE 
ARCADE INDUSTRY 


Sound professional advise and 
experience in all phases of 
the arcade business. 
Custom tailored programs to 
fit your needs and pocketbook 
by a nationally know executive 
in the arcade industry. 
Write: 
750 Ponce de Leon Place 
Atlanta, Georgia 30306 
Call:404/433-4524 


Galaxian 

Star Castle 

Moon Cresta 

Space Encounters 

Space Invaders ; 
UBI Zenith Pool Tables . .595. 


NJ 201/729-6171 


We currently service many of the most 
successful gamerooms in the 
New York City, Long Island area 
Call for prices. 


GAMETEK SERVICE CO. INC. 
199-18 32nd Ave., Bayside, NY 11358 


(212)631-9242 
(800)22 1-9070 Ton Free 
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Ava 


VENDING 


“CO-OPERATIVE VENDING SPECIALISTS” 
SALES © SERVICE ¢ LEASING 


FOR SALE— 


VIDEOS 
Vanguard (new) ... $1600. 
TOI ics oes 900. 
Super Cobra ........ 1500. 
Zero Hour s.i645066 «: 1495. 
Space Panic......--. 1200. 
FOG E+ coo seis e4ises 1595. 
Pleiades .........+++> 1600. 
Star Castle.......... 1195. 
Colony 7 0.44 2c400%% 1400. 
Wizard of Wor ...... 1695. 
Armor Attack ....... 1400. 
Moon Shuttle........ 1500. 
Crazy Climber....... 1200. 
Berzerk ........-++:: 1400. 

COCKTAIL TABLES 
Super Cobra ...... $1600. 
Astro Fighter........ 1150. 

PINS 
Black Knight ...... $1300. 
Flight 2000 .........-- 1150. 


Just a few of the many used 
machines we have in stock! 


You’ve tried the rest 
Now try the best!!! 


NORTH AMERICAN 
INTERSTATE, INC. 
3842 West Eleven Mile 
Berkley, Michigan 48072 


(313)543-1666 


or 
In Michigan Call: 
(800)572-5034 


UPRIGHT VIDEOS 
All in excellent condition 
All Originals 


PAC-MAN 


DEFENDER 
SPACE PANIC 
SUPER COBRA 
FROGGER 


713/569-9649 
713/560-3645 
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DON’T BUY ANYWHERE 
UNTIL YOU COMPARE!! 


ROCK—OLA 480 .. $1695. 
ROCK-OLA 484 ... $1995. 
VENTURE (new). ..---- 1895. 
MOON SHUTTLE ...1695. 


SPECTAR.......---+> 1395 
VANGUARD .......- 1895 
PLEIDES ......-++++: 1895. 
SPIDER (new) «+ eeeeees 1995. 


WIZARD OF WOR ..1995. 


AS TEROIDS (Deluxe) . $1 895. 


PaGle scot ih icaxee es 1795. 
Space Zap (mini)........ 995. 
NYS INY ces cateats 1295 
Battlezone (mini) ...... 1095. 
Phoenix .........+-+- 1995. 
Football (2p). .......... 450 


Space Invader-style 21” monitor cocktail tables (new). .$995. 


Clay Shoot video cocktail table (new) ....-.-+++++++- $2195. 
CRAZY CLIMBER (TAITO) ......-+++++ssteeeeee® $1295 
SPLIT SECOND .......c0ccccccccnncceeseerenooeees $1695. 
Space Invader cocktail table (Nichibutsu style) ...... $695. 


SPECIAL PRICE ON BELITA ELECTRIC OR MANUAL COUNTER 


MANUAL: $395.°° 
ELECTRIC: $495. 


PLAY MORE GAMES DISTRIBUTING, INC. 
1121 East Seminary Drive, Ft. Worth, Texas 76115 


817/429-7705 


U.S. WATS 800/433-2908 


TX WATS 800/772-2703 


TELEX: 732-561 TELESERV (Dallas) 


SUCCESSFUL USED 
VIDEO GAMES FOR 
SALE 
ARMOR ATTACK . $1645. 

GALAXIAN 

SUPER COBRA 
VENTURE 

WIZARD OF WOR ..1895. 


Plus dozens more at 


comparable low prices 
Also a large selection of 
pins starting at $295. 


Location Ready/Warranty 


A FASS 


15191 Telegraph, Redford, MI 48239 
313/534-7880 


EXPERIENCED ELECTRONIC TECH- 
NICIAN. wanted for expanding south 
Florida repair business. Must have 
solid experience in all phases of 
pinball and video repair. Shop 
management experience a plus. Salary 
open. If you can fix and game board 
that comes your way Call: 305/752-2346 
or write: AMUSEMENTS, 10980 N.W. 
19th St., Coral Springs, FL 33065. 


ee KKK KK 


NEED NEW CABINETS? # 


We manufacture formica’ed 
Galaxian-style cabinets & 
cabaret-style cabinets 


25 or more ........ $250 each 
100 or more ....call for quote 


F.O.B. LONG ISLAND, N.Y. 
Complete with cut-outs 
and interior braces 
Also available: metal hardware, 
cash box doors, & control panels. 


SYSTEMS 
(516)842-3332 


ee KK 
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LP, 


WOOT SOT eer eerreereeewme 


168 


(301) 251-1200 


Fal 


IOOS OF WED GAMEY FOR ALE 


JUKEBOX, VIDEO, PINS 


Reply c/o: Play Meter Magazine 
P.O. Box 24170, New Orleans, LA 70184 #DI 


WHOLESALE GAMES 


AMUSEMENT 
CENTER 


Artiscally designed and 
decorated arcade complete 


FROM COAST TO COAST 


=. 


SS 


s, e PAC-MAN with 30 up-to-date vending 

=| \ ‘Cee e CENTIPEDE = games. Includes beautifully 
rns en a e TEMPEST landscaped Formula Race 
le Ween e DONKEY KONG Car Track with 15 miniature 
e FROGGER Indy 500 cars and new go-cart 

° VANGUARD track with 14 go-carts. All on 

° ELIMINATOR 7¥2 acres of prime property 

© OMEGA RACE currently operating—high 


density of population, local & 
tourist traffic—located in 
Orlando, Florida. 
PRICED TO SELL! 

Call: 201/684-1112 
Or Write to: 

RICHARD FIERSTEIN 
Room 500, 100 Hamilton Plaza 
Paterson, NJ 07505 


* 


Lomputer Earning Games. bne. 
51 Monroe St., 18th Floor. 
P.O. Box 1687 Rockville, MD 20850 


Locations throughout the United States 


Videos and Pinballs always available at good prices 
from out chain of 41 gamerooms. 


CRT Monitors 
for Video Games 


High quality and low price 
® Color Monitors 
@ Black and White 
@ X-Y Monitors 
@® Green Monitor 


Contact Bruce Cherubin at 


(800)423-5487 fe, ee H 
in California (213)703-0622 ‘Malibu aah 


for location address 


Also carry computer grade monitors 


HANDWELL CORP. 


Apes WANTED: TEST EQUIPMENT for pins 257 Castro St. 2-G 
MECHANIC & video games. Need Bally, Williams, & Mt. View, Calif. 94041 
NEEDED Gottlieb test fixtures, Kurz-Kasch : : : 
TF650 & game cards. Good quality 415/962-9265 


osiliscopes, parametric analizers and 
any other misc. test equipment, 
boards, or parts. Call (collect): 
305/752-2348 with list & prices. 


ARCADE OPERATORS: We can repair 
your equipment on a contract basis. 7- 
day week service. New York City area 
only. Call: 876-2424 


To do service work in the 
New Orleans Area. 
EXPERIENCE NECESSARY 
Great Salary/Benefits 


EDUCATION 


Is the key to success in any 
technical career and especially 
the pinball and video game 
repair business. Now you can 
learn-not only practical know- 
how-but also a solid 
background in electronics and 
microprocessor technology. This 
knowledge will enable you to 
keep abreast of this fast 
changing business. At E.I.B. we 
offer courses at all levels. Day 
and evening courses are 
available. 


OMEGA MACHINE PRODUCTS INC. 
MANUFACTURING RIGHTS WANTED: 
We are currently building 14 types of games and would like 


to expand. We will buy the rights to build complete games 
using your printed circuit boards or we will pay you for 


the night to build your copynght PC board for use in our games. 


912/250-0775 


OMEGA MACHINE PRODUCTS INC. 
381 Hwy. 1431, P.O. Box 669 
Cedar Park, Texas 78613 


For further information & application: 


ELECTRONIC INSTITUTE 
OF BROOKLYN 
4823 Ave. ‘N’, Brooklyn, NY 11234 


212/377-0369 (collect) 


SULLELLELLELLLL LE LL 
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BUY GAMES FROM FRANK “THE CRANK” Count 


Coin Counter 
All Games in Excellent Condition portable 


HINA 


lightweight 
Missile Command ........ $1350. Barrier........cceeeseeeeeees 500. . manual / electri 
Lunar Lander .........-++++: 500. Crazy Climber ..........--- 1695. = lld / ‘ 2 wr 
Super Breakout .........---- 375. Lunar Rescue........---+-- 1345. = a enominations / tokens 
of Phoenix.........0-000e 1795.  Polaris........--++-+++++++: 1295. auto stop for tubing 
cles Armor Attack .......-+++++: 1400. StratoOvox ...... sere ee eeees 1295. bag holder 
-_ Space APS 3... 64 o5 Ree ae ea 475. Defender errr Ta es ee. 2045. . : 
BeAr COGN ecakics vivndaaoes 1250. Magical Spot..........--++-- 995. 1000 + coins per minute 
Astro Blaster .......-++++:: 1700. AsteroidS ......cccccecceece 1550. . —>=. a0 
Astro Fighter .........-++++ 1200. Asteroids Deluxe........--- 1450. 
Carnival .......000ccccssees 1525. Tomahawk.........+++++++5 1325. 
Moon Cresta......-+++++++5 1400. Football ccc cic ee ose tweens 360. r 
Paleah coche ce tadaa eeses oe 1650. Football 4 pl ........--.+++:: 925. a 
Space Firebird .........+++. 1450. Super Cobra........-+++++: 1795. —_ 
Galaxigh ¢468s occ ed sted cass 1400. . 
GOVE oo ech wee es tas 1945. a 
a a Pac-MOnt «i xs0a< bees edae eo 2350. PINBALLS 
“Z— Sea Wolf Il......---.++-++++: 550. Hercules 53 cis.ase xnesa8ess $995. 
— Space Invaders ........----- 800. ‘Fireball Il ..........--+++++5 1295 
— Space Inv. Deluxe.......-.--- 900. Flash Gordon.........---:: 1195 
cim- = Space Zap .......+.+++00+: 1100. Skateball ........-0-002s000% 875. 
ae Astro Invader .........-+++:: 995. Viking oiviandecaerseran ses 850. 
Vanguard ........-++++++++: 1695. WV ONON occ eae kd en eee es 1200. 
Berzerk .........ssseeeeeees 1495. Black Knight .........-++++* 1300. r 
Scramble ............0605: $1895. Fire Power......-.esseeeeees 800. a 
THE ENG 2sccvsweds eek as 1350. Pharaolt <4.6ijéawusscse eae 1595. _- 
corde 
odvas LARGE INVENTORY OF OLDER PINS (CALL FOR LIST) all sh ee 
=r- ARDAC Bill Changer (complete with base)........... $1000.°° Sao eC 
1/3 Deposit........ Balance on Delivery SCAN COIN 
PRICES ARE LOWER ON PACKAGE DEALS! World's First Choice in Coin Handling Systems 


201 Elden Street 


ALPHA—OMEGA SALES COMPANY t Herndon, Virginia 22070 


#3 Coral Street, Edison, New Jersey 08837 Call Toll Free 


201/738- 1800 _ rte 
itt it 


——~H1"1 
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a (703) 471-6510 
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se SPECIALISTS IN ARCADES 
URLITZER p ARTS o| | SERVING TRI/STATE AREA 
t COIN MACHINE 
wow ew KW R gj, DISTRIBUTORS, INC. 
“THE LARGEST SUPPLIER OF WURLITZER PARTS IN THE WORLD” ‘ Pleford, NY aaa 
. 914/347-3777 
PARTS FOR MODELS 2600 THRU 3800 AND 1050 * NYC 212/538-1285 


Lh 516/222-4540 
NJ & CT 800/431-2112 


We also carry a complete line of parts & accessories for: 


* DEUTSCHE WURLITZER 
* ROCK-OLA * ROWE/AMI 


AMUSEMENT ROUTE FOR SALE 


IN THE PACIFIC NORTHWEST 
GROSS INCOME $80,000. 
OPERATED BY OWNER 
This route is easily operated by one man. 
Owner will carry financing 
with proper down payment. 


Send replies c/o: Play Meter Magazine, P.O. Box 24170, 
New Orleans, LA 70184, Dept. #PN. 


DeMoya International Corporation 


LE JEUNE NORTH INDUSTRIAL PARK 

4139 N. W 132 STREET 

OPA LOCKA, FLORIDA 33054 USA 

PHONE (305) 685-5681 TELEX 52-2157 
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MICRO-SYSTEMS 
393 East 198th St., Bronx, N.Y. 10458 


(212)220-3644 
CONVERT YOUR GAMES TO MONEY-MAKERS! 


All kits are unconditonally guaranteed for 30 days after shipment 


ASTEROIDS FROM LUNAR LANDER 


Installing this kit will convert any ATARI LUNAR LANDER to ASTEROIDS. 
The kit consists of an electronic module that plugs on to the LUNAR LANDER 
PCB, and includes an ASTEROIDS control panel overlay to cover your 
LUNAR LANDER control panel. 

—New plexi-panel, fire button, switches, brackets & hardware 

—ASTEROIDS control panel overlay 

—Includes “accu-shoot” feature 

—Game will sound and play exactly as Asteroids does 

—Complete and easy installation instructions 

—Converts a non-income producing game into a proven winner! 


ASTEROIDS FROM LUNAR LANDER KIT ...................... 
DONKEY KONG 


This new memory kit is designed for your 4-PCB type Donkey Kong boards 
—Eliminates easy racks 
—Speeds up game play 
—Barrells fall on man on ladder 
—Increases collections/eliminates high scores 
—Unplug 4 memory chips & plug in new memory 
MDOT VURONG 6 osicscals sh Bh 45.) og Va odesndtion saa tind Mopereie cde ace $75. 


#05 Credit with return of old PROMs 


QIX “TOURNAMENT PLAY” CHIPS 


This new tournament program allows the operator to set parameters for 
appearance of bonus markers. Bonus markers appear in the upper right 
corner of screen when player fills 85 - 100% of screen. 
The percentage is operator controlled. 

—New brilliant graphics 

—Increase profits 

—16 ROMs, plug in conversion 
QIX “TOURNAMENT PLAY” KIT ................00.---.-2...... $150. 


**$50 credit with return of old PROMs 


MAZE-CHANGE kIT 


This new program will give your maze Game renewed 
interest and a new challenge for players. 
—First rack has new maze configuration and six warp tunnels 
—Second rack features invisible barriers after eating power pill 
—Third rack has eight warp tunnels and no barriers; a great challenge! 
—Easy plug-in installation 
—Optional chip features Pop-Eye...... $15, 99 
MAZE-CHANGE KIT: (4 chip set) ........... (1-4) $80. 


RAPID FIRE MODULES 


This easy to install kit enables the player to get continuous fire action 
when he holds down the fire button, similar to the auto-fire on Atari CENTIPEDE. 
RAPID FIRE MODULES 


WE ALSO HAVE THESE SUPER KITS AVAILABLE 


(5-10) $75. 


SUPER MOON CRESTA KIT-A much faster & superior game. Complete, easy installation: $125. 
SUPER GALAXIAN KIT-This kit will create a whole new challenge: $75. 
EAGLE UPDATE KIT-Makes docking very difficult, creating a whole new challenge: $15. 
ASTEROIDS UPDATE KIT-Greatly increases the accuracy of the small UFO thus pre- 


venting players from racking up excessively high scores: 02 version/$30; 01 version/$60 


170 


«x 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 


FOR SALE 
Boscoman............ call 
Ms. Pac-Man ......... call 
Galaga............... call 
Kickman ............. call 
Strategy........... $1995 
Mouse Trap ......... 2349 
Frogger ............. 2295. 
Eliminator........... 1895. 
Omega Race ........ 2249. 
Asteroids Deluxe ....1495. 
Astro Invader ....... 1095. 
Bandido.............. 495. 
Missile Command... . 1349. 
Armor Attack ....... 1249. 
Battlezone .......... 1049. 
Star Castle.......... 1349. 
Lunar Lander ........ 595. 
CIVFCUS. 56 6k kobe de eees 325. 
Starship! ............ 349, 
Space Wars .......... 449. 
Sea Wolf ............. 349 
Tank ................. 249 
Wheels ............... 295. 
Grand Track 10 ...... 249. 
Track 20 ............. 295. 


8° Brunswick Air Hockey 
new in box ...... 1500. 


LAKESIDE ELECTRONICS 
& AMUSEMENT CO. 
310 Covington St. 
Madisonville, LA 70447 


504/845-7146 
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WELCOME TO THE AOE SHOW! 
VISIT US IN BOOTHS 306 & 308 


See why WORLD WIDE is foremost 


in equipment reconditioning 
expertise—world-wide! 


We handle all makes: 
Music/Games/Vending 


EXPORT SPECIALISTS 


SINCE 1945 
“We’re on the move” 


FLIPPER 
GAMES 


Reconditioned 


Guaranteed 


$395 
up 


W4#3tRLD WIDE Distributors, Inc. 


atv 


2730 W. Fullerton Ave., Chicago, IL 60647 
PHONE: 312/384-2300 CABLE: GAMES-CHICAGO 


BRANCH OFFICES: 


36339 Groesbeck Highway, Mt. Clemens, Michigan 48043 313/791-7870 


2555 South Division, Grand Rapids, Michigan 49507 


Back by popular demand 
NEW IMPROVED 
DESIGN 


' Asteroid operators: DON’T LET THIS HAPPEN TO 
YOU! Our modification Kit II is adaptable to all 
Asteroid games allowing you to vary any of 3 speeds 
virtually eliminating machine turnover even with 
your best players! TESTED & PROVEN. Games 
with this modification kit take in more money and 
faster than any other game on the street. Kit Ilin- 
stalls in minutes without changing chips. Kit II was 
designed to improve play and increase profits & is 
operator adjustable. INCREASE PROFITS 
IMMEDIATELY. Send $25.95 + 2.° shipping 
(includes all parts necessary to modify one game.) 

DESIGN WIZARDRY, LTD. 
P.O. Box 519, Brooklandville, MD 21022 


COMPLETE BUYING 
SERVICE FOR ALL 
VIDEO GAMES & PINBALLS 


Lowest prices around 


Unlimited Quantities/Fast Delivery 


WHOLESALE PRICES ONLY 


Ms. Pac-Man 
Stargate 


Donkey Kong 


For membership information call: 


ALL AMERICAN COOPERATIVE 
SERVICES, INC. 


238 S.W. Gage 
Topeka, KS 
913/232-3709 
Ask for Walter 


3820 Grant 

Lee’s Summit, MO 
816/478-1364 

Ask for Vicki 
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616/247-1412 


FOR SALE: Late ’80 & ’81 video games 
and pinball games, OK Bingos, & 
Sweet Shawnees. Penny Falls (like 
new) $3,000. Super Cobra $1600; 
Armor Attack $1200; Space Invaders 
$700; Space Invader Deluxe $800. Call 
or Write for special price: D & P 
MUSIC COMPANY, 659 W. Market St., 
P.O. Box 243, York, PA 17405. Phone: 
717/848-1846 


FOR SALE: USED $ BILL CHANGERS. 


Factory reconditioned trade ins & 
some floor demos available. Reason- 
able prices: Bulk & Coin Magazine 
Models. Call: 800/227-8428. M.M.I., 
P.O. Box 10951, Palo Alto, CA 94303. 


BRAND NEW CABINETS 


New Plywood Cabinets 
available straight from 
manufacturer (not pressed wood) 


VARIOUS MICA COLORS 


$275.90 


(discounts available for quantity orders) 


IMMEDIATE DELIVERY 


Also available: cashbox doors; 
coin boxes, & hardware 


call: 212/279-1096 


« 


GAMES 
FOR SALE 


Largest Inventory In The South 


VIDEO UPRIGHTS 


VICIOUY Bio so kdsd «ce Sead arasawawad call 
SNGCEDUGL ol boeing ele ee bas call 
PLO 2558S EURO ER EERO 3195. 
Grand Champion ............... 2995. 
TOIMDGSE 025 he. cer sacra seucess 2850. 
hat Gale fad wie er ai sha Ode 2650. 
CONMDEGO. chitin ds Aetna oer 2650. 


Ms. Pac-MGni ccs occ5 5 bed ots veeeus 


Ce 


Ce 


BGOSCOMION. 4 fics onsen EROS 


AIDING SRIGKiicx s30hisees eee eens 2495. 
PAQRO TNO ike eke CARRS hee 2450. 
PYAR 6523 ook iw BORER 2395. 


ELNINGION 19 0.80 ods bs oR RSS 
Donkey Kong...................2395. 
MOUSE TTD: Sesion bveden viata ee 2395. 
Defender PSR giacecasata ie he keane Syode Bees 


2 
? 

i 
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ed 

ee 
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SLVOLEGUN fuk ed eh teas boteeceews 


Por of Golds) cioen 5 45s bee5aeKs 2095. 
PACHMOR 666360 b oesneksene eee ws 2095. 
Space Odussey x 24.040 hanes hice 2095. 
Cosmic Avenger sz iciicn Ps ts es 1895. 


Astro Blaster °: <.66 0c edsnvicivas 


Ce 


Ce 


Astro: BIGster With sins eee 


GOlAXIGH 83h scimeaons Cease eee 1795. 
Super Moon Crusher............ 1795. 
Asteroids original ............... 1695. 
SCKOMOIE isos haw iA din neds see es 1695. 
Asteroids Deluxe ............... 


TAGE: duce one teehee. eae eae, 


MCGGELGCK 3) 55 oie asd 5 earn ores : 
King &: Balloon: e656 in eho 1695. 
CHANGNGCR yf iid 4. vate os a Bae 1595. 
TVUPHOS 6 ila Sei ees eek eek tes 1595. 
MOUNGUD 4 see e hads een CL 4Rs ke 1595. 
Super GOOl son 5 sso cea te evned cad 1595. 
SHCCIOE 5s ee Rds oh bon Aes 1595. 
RGdGISCODE i .o8 sess aces heck 1595. 
LGVZOV 65 isiode ieee RSE AOS 1595. 
boCK 6 CHOSC o0 ics codda cewewd en 1550. 
VONGUOIO iii coe sa6ioe Like seins 1495. 
Asteroids Deluxe mini........... 1495. 
Mad Alien ...............000005. 1495. 
COrmmiual wi. 3 4osczietwseee cons’ 1495. 
RH X WANG: 255 us Hive ho Oo WO OS 1495. 
Warn: Wat 68 coisa nex cee ae 1495. 
MOOS. 4, 55 Sedo stale Oh A Eee es 1395. 
Space Invaders3.<)s56s508 $052 35 1295. 
DEPOLOUOK 5 ok a5 6c onekew Ma et ates 1295. 
Baile ZOne@ x. e562 6650s oe EOE 1195. 
Battlezone mini................. 1195. 
Space Attack «4.05 f26.kes een sks 1195. 
Space Invaders trimline ......... 1195. 
Cosmic Guerrilla................. 995. 
Space Chase: cei s ig-eiesis tava ds 795, 
Siar QW 33.62 bes de Sind ino nes 750. 
WOPTIGE s 3 0 s:0iieo eed bis 8b om 00s 695. 
SuUMCGNCE 66.435 cos ho oa Reeasn 695. 
BONTICE a coh eeei ecw ies Coe 695. 
SUGCO WEF: i533 oo te bawidew ese 595. 
POI QOI2? oo 65.0 ooo es BOs oho st tes 
SOT SHG Peso ra Ni a ewe ens 295. 
COCrG GU SIMD 23.65 hace ein pexes 295. 


Most games available in cocktail tables 


DIXIE©<; 
BIXIE Cent 


2803 Pass Rd., Biloxi, MISS 39531 
(601)374-2681 
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CHECK OUT THESE PRICES 


UPRIGHTS 
Space Firebird 
Cosmic Guerrilla 
Super Cobra 
Avalanche 
Make Trax 
Targ 
Lunar Rescue............. 
Moon Cresta 
Carnival 


COCKTAILS 
Astro Fighter 
Space Firebird 
Cosmic Guerrilla 


Taito Space Invader 
Super Cobra 
Moon Cresta 


SHOPPED & LOCATION READY 


1/3 Deposit/Balance C.O.D. 
All games shipped freight collect 


WINDY CITY AMUSEMENTS 
1117, Pearl St., Boulder, CO 80302 


(303)444-7600 


GJOPADAAA DDD GION IG Hs 


LOWEST PRICES 


Star Castle ... 1350 
Crazy Climber 1400 


S 
§ 
S 
Vanguard ..... 1625 
S 
§ 


Super Cobra :. 2100 
Del Sp. Invader 800 
Hip: OF © 05 55005 800 


Berzerk....... 
erzerk 1500 Plus much more! 


(201)261-8569 


8-11 AM/Mon - Sat 


en eC eee ee 
FOR SALE: Established coin machine 
route in N.E. South Dakota & W. 
Central Minnesota. Owners wish to 
retire after 20 years. Please write: P.O. 
Box 1281, Watertown, S.D. 57201. 


TAITO SPACE INVADER (cocktail 
table) for sale: $995 or best offere Call 
(617)992-9235 or write: P.O. Box 74, 
East Falmouth, MASS 02536 


WANTED: Design engineer with Atari 
experience to head new electronic 
development company. Send resume 
to: P.O. Box 5614, Meridian, MS 39301 
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PROMs 


Programmed & Sold 


(2516, 2716-2532, 2732 & bipolars) 


SOFTWARE & NEW GAME 
DEVELOPMENT 


PROGRAM AUTOMATION INC 


385 Main St. Suite #2 
Metuchen, New Jersey 08840 


(201)494-3330 
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WANTED: Operators-Distributors for 
our new coin operated DIGITAL SCALE 
and FORTUNE MACHINE 


GROUND FLOOR OPPORTUNITY 


We are looking for 
established operators 
distributors or 
anyone looking to 
start their own 
business. Exclu- 
sive territories avail- 
able. Locate in: 
Malls 
Drugstores 


BOARD PROBLEMS?? 


Can’t Keep Your Imports Running? 


Is Your Distributor’s Service Dept. 
Putting a Crimp in Your Profits? 


Don’t wait another minute! 
Call us NOW! 
Expert, reliable service 


Servicing ALL games 
foreign & domestic 


GOLDEN DIGITAL SERVICE 
3001 Luana Dr., Oceanside, CA 92054 


(714)724-1718 


a a 
AVAILABLE: MANUALS & SCHEMA- 
TICS for any electronic pinball. Also 


Arcades 
Airports 
Discount Stores 


ZYTRONICS, INC. 
8823 S.W. 129th Terr., Miami, FL 33176 


305/251-3775 


OAUDPUDPUQUHOGWOnULG? ‘ 
§ FLECTRONIC REPAIRS A 
VIDEO & PINBALL } 


“Quality service with 
reasonable rates” 
On site repairs made in Kansas , 


GOLD STAR ELECTRONICS 
2548 Sunny Lane, Wichita, KS 67205 § 


(316)945-7246 § 
DEOVDDVDPVPMDVAIV PVP VA UP NE 


100 locations located in PA 


some videos. Call: 212/458-5005. 
RN AP aR ce tt 


BELIEVE IT 
OR NOT! 


A video, pin & jukebox 
route for sale 


Annual Gross: $375,000 


ESTABLISHED 40 years... 
Time To Retire! 


SEND REPLIES C/O: Play Meter 
Magazine, P.O. Box 24170, New 
Orleans, 


LA 70184. DEPT. 


#SP 


* Promote Your Arcade x 
x Increase Profits x 


CUSTOM 
ARCADE 
SHIRTS 


* Choose your Arcade 
shirts from our line of 
Video Fever Designs. 


-Or- 


* Ask us to print 
shirts with your 
name or logo 


(as low as $30/doz.) 


Make Your Arcade 
Something Special 
With These Shirts 


VIDEO 
GAME 
SHIRTS, etc. 


* Largest licensed selection 


* Shirts for your top 
earning new games 
available by AOE. 


* Prompt, dependable 
service. 


* Classic Pac-Man Ties, 
Caps and Bumper Stickers 


Make sure you see us at AOE Booth 826 
for your Video Game Promotional Products 


* All Top Quality Products at Unbeatable Prices 


For more information write: 
Video Babies, Inc. 

P.O. Box 9503 ine TD 
Wash., D.C. 20016 = 


Video 
Babies bes 


To order call: 202-363-0979 


Collect calls accepted but— 
If you pay for the call we’ll give you 50% 
off on your first dozen bumper stickers 


Inquire about Quantity Discounts and Monthly Specials 
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LOOKING FOR EXPERIENCED 
PERSON to coordinate complete 
board repair center for a large 
amusement company located in New 
Jersey. Salary commensurate with 
experience plus benefits. Write or 
Call: #3 Coral St., Edison, NJ 08837. 
(201)738-1800 


WANTED TO BUY: Old slot machines 
(Jennings bingo-belt/sun, chief/star 
cheif and similar types), juke boxes 
from 1945 - 1960 and all other antique 
arcade equipment! Please send photo 
and your price to: AUTOMATEN 
HOFFMANN, Zur Kanzel 2-4, D-43, 
Essen-Kettwig, West Germany 


NEW SEEBURG PHONOS 
Model SMC2 Phoenix $2350 


Dollar Bill Acceptors $100 


Used very litte uprights 


Asteroids Deluxe Cabaret ... 
Flash Gordon 


Call: LUCCHESI 
(717)854-3555 


ENCLOSED MALL 
GAME ROOM LEASES 
FOR SALE 
(3 separate rooms available) 
Gross Sales: $475,000 
Selling Price: $475,000 
Possible terms available 

JUNGLE JIM’S INC. 


355-A Courthouse Center 
Columbus, Indiana 47201 


(812)376-0636 


People in the industry count on PLAY METER classifieds 
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LICENSE PLATE 


T-SHIRT 


TOTE /SCHOOL BAG 


increase your PAC-MAN profits with these winning sales promoters! 


“| LOVE PAC-MAN"... 


0 | ee ne ee Yellow Cotton/Poly with Color Print..............0...0... S48 /dozen 
License Plates ................. Color on Durable Plastic..................c ccc eecceeceeeceeeeees $2.60 ea. 
Bumper Stickers.............. Color Silk Screened 15” X 3.3/4" ooo eccceeeeceeees (12-500) $1.25 ea. 
(501-5000) 75C¢ ea. 
Tote /School Bags............ Quality Canvas Carry-Alll..............ceeeceeccccseeeeececeeeeeeee $4.00 ea. 
Big Labels. ........................ COIOF SCICKEN 6K Sisco ise ieeacnaniwes (12-500) 55C¢ ea. 
(501-5000) 35C ea. 
Roll of 100 L'il Labels ........ One Hundred 3 1/2” x 15/8” Color Stickers........... $7.00 ea. 
POS CONS .isiccoi ck vevecccckavcdeszad PrINCOR A COMMON, V5 2 aos soos oh eecsbeledi evdcadeceecs (12-500) $2.00 ea. 
(501-5000) $1.75 ea. 
Minimum Order: 1 dozen of any item. Over 5000 special prices! 
epee 
Street Tshirts | 
| | Bumper Stickers) | | SC 
¢ 7 Bumper Stickers| 
aes aa : License Plates || 
enene Rollofliltabelsf | 
TERMS: Check with order or send C.0.D. Big Labels Dn re ae 
Please make checks payable to: Posters | 
Amusement Marketing Concept, Ltd. ToteBags =f CUTCt~“‘;CSC*C*sCSC‘isC 
P.O. Box 3002, Springfield, MA 01101. Subtotal 
Postage 
con tace Were toca Total 
use this form or call (413) 781-1220. 
© MIDWAY TM of MIDWAY MEG. CO. 
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THE LAST WORD 


Any excuse will do 
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Anti Video Game Argument 
#186325 “They take away chil- 
dren’s lunch money.” 
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There’s something very curious 
about all the arguments against 
coin-op video games. When oppo- 
nents of these pastimes say the 
games (1) are addictive; (2) take 
away children’s lunch money; (3) 
bring children together in an 
unwholesome environment; (4) 
are owned and operated by the 
criminal underworld; (5) are creat- 
ing gamblers out of our youth; (6) 
cause physical maladies and ail- 
ments; and other arguments too 
numerous to list here—they’re 
really telling us something about 
themselves. 

A flag should go up in the head 
of any thinking person whenever 
somebody comes up with innu- 
merable reasons for doing any- 
thing at all—and that includes 
banning or severely restricting 
coin-op video games. There’s a 
good chance when someone gives 
you countless reasons for doing 
something, it’s because he doesn’t 
have one good reason. 


We've seen this happen before, 
and on a much grander scale, with 
nations, in. fact. Adolph Hitler 
obviously gave the Germans a 
limitless number of reasons to 
justify his “‘elimination of unreli- 
able elements” (i.e. the Jews). 
Richard Nixon and his loyal fol- 
lowers also had quite a number of 
reasons to justify their attempts to 
subvert the American electoral 
process. And, most recently, the 
Ayatollah Khomeini was noted for 
his endless list of justifications for 
the kidnapping of innocent U.S. 
Embassy personnel. 


This tendency to make up 
countless reasons where possibly 
none really exists is not only the 
mark of demagogues, however. 
It’s a very basic human trait. 


As parents will no doubt realize, 
children are at their creative peaks 
when they are told to do some- 
thing that they just don’t want to 
do, like when Mommy or Daddy 


by David Pierson 


says it’s time to go to bed. 

A flow of “‘reasons’’ (really 
excuses) is bound to flow from 
these little minds. It’s re-enacted in 
millions of American homes every 
night. 

“I’m not sleepy. 
“My legs hurt.” “I’m thirsty.” “I’m 
hungry.” “You promised me.we 
could go to the park on Saturday.” 
“Nick doesn’t have to go to bed.” 
“I have to go to the bathroom.” “I 
have to brush my teeth.” “I can’t 
find my teddy bear.” “‘I didn’t do 
my homework.” 

Some experienced parents will 
tell you, in fact, that any child who 
Cannot come up with at least four 
different but good reasons for not 
going to bed each night may bea 
prime candidate for a special cre- 
ativity assertiveness class. That’s 
because kids will just naturally 
come up with hundreds of reasons 
why things should go their way. 

To these little minds, it’s not the 
quality of their reasons that’s 
important, it’s the quantity. 

The same thing is true of the new 
vigilantes against coin-op videos. 
Instead of coming up with one 
good reason why videos should be 
banned or restricted, they will 
bombard you with countless 
reasons. What they are really doing 
is adding to a bottomless grab-bag 
of one-liners to do away with 
something they just don’t like. And 
it really doesn’t matter how many 
of these creative arguments you 
knock down, because they’ll just 
keep on making new ones. 

Still, it seems some of these coin- 
op vigilantes should know better. 
After all, they themselves are 
parents. Then again maybe they 
never really grew up and learned 
that they couldn’t always get their 
Way. | 

Oh, well, little minds. The more 
things change, the more they stay 
the same. | 
—Permission to reprint is hereby 
granted. 
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I’m scared.” 
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GAME PROGRAY] 


‘. 


e : AXON RnR, | Suisvuny PS g 
CHANGE GAME CASSETTE SIMPLY LIKE THIS 


N OCOCKTAIL TABLE 
| DATA EAST INC 


Toi 470 Gianni Street, Santa Clara Telephone: (408) 7Je7—aaS0 
OUP RIGHT (UP-4D) CA 95050 U.S.A. Telex : 172163 DATAEAST SNTA 


set key module. | replace explanation panel. 


OUP RIGHTI(UP-4E) 
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~~ Pinball with Multi-Mode... 


D. Gottlieb & Co. “165 W Lake St. Northlake, IL 60164. (3 12) 562-7400 Toll-free Service Hotline: (800) 323 
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4z, GOTTLIEB’S ATOMIC VIDEO. 
It challenges you with new dimensions 


in sight, sound and color. 
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Ais ie sensation you've heard about. 
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The high-earning 
triple-level Pinball. 


extra multiball play. 
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PLAY THEM ALL AT THE AOE SHOW...BOOTH 600. 


-9121 In Illinois: (800) 942-1620 
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